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Parti 


BOYS 


NOTE  TO  ADULTS 

Games  with  surprise,  adventure,  chase,  fun  and 
energy  have  a  magic  attraction  for  boys.  Fast  energetic 
activities  permit  the  free  release  of  emotional  and  phy- 
sical tension  so  characteristic  at  the  six-to-twelve-year- 
old  age  level.  To  the  developing  boys,  games  provide 
a  natural  socializing  medium  where  they  meet  others 
and  learn  how  to  get  along  in  give-and-take  experiences. 
Boys  at  this  age  level  often  test  themselves  out  phy- 
sically (and  incidentally  seek  more  confidence)  in  get- 
ting acquainted  with  their  growing  muscles,  bodies  and 
capacities.  Therefore  the  Stunts  and  Contests  chapter 
was  compiled  to  provide  games  of  a  challenging  and 
rough-and-tumble  nature. 

It  is  interesting  that  many  of  these  games  have 
been  played  in  various  parts  of  the  world  for  cen- 
turies. Stealing  Sticks  dates  back  to  the  original  Olympic 
games  in  Greece.  Forms  of  Hide-and-Seek  and  Tag  were 
known  in  ancient  Persia,  the  Orient  and  many  European 
countries.  Kick-the-Stick  is  derived  from  the  American 
Indians,  and  so  on. 

Like  music,  art  and  literature,  games  are  a  common 
denominator  of  people,  and  to  all  children  they  have  a 
universal  appeal. 


HOW  TO  CHOOSE  TEAMS 

Note  to  leaders:  The  time-accepted  way  that  boys 
use  for  choosing  teams  or  for  deciding  who  goes  first  in 
a  game  is  "odds  and  evens."  Two  boys  ( captains  of  the 
teams)  each  stand  with  one  hand  closed  in  a  fist.  One  boy 
says  "Odds"  and  the  other  gets  "Evens."  At  a  signal 
("Ready,  set,  go"  is  always  the  best  starting  signal)  they 
snap  out  one  or  two  fingers  from  their  fists.  If  both  show 
one  finger  or  both  show  two,  the  boy  with  "evens"  wins. 
If  one  shows  one  finger  and  the  other  shows  two,  the 
boy  with  "odds"  wins.  Usually  two  out  of  three  wins. 

If  three  teams  are  to  be  chosen,  three  boys  start 
choosing  in  the  same  way.  In  this  case,  they  snap  out 
fingers  from  fists  until  one  boy  shows  a  different  num- 
ber of  fingers  from  the  other  two.  He  then  gets  first 
choice  and  the  other  two  choose  as  with  two  teams. 

In  picking  sides,  the  captains  can  alternately  choose 
one  at  a  time  for  their  teams.  If  a  boy  is  left  over,  he  can 
usually  be  the  judge  or  referee. 

Counting  off  is  another  good  way  for  choosing  sides. 
Boys  get  in  a  straight  line  and  count  off,  with  the  odd 
numbers  as  one  team  and  the  even  numbers  as  the  other. 
Or,  every  other  boy  can  step  forward  to  compose  a  team. 

Any  fair  method  of  picking  teams  will  be  readily  ac- 
cepted by  the  boys. 
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ICEBREAKERS 


Icebreakers  are  "get  acquainted?  games.  They  are 
usually  played  at  clubs  or  groups  as  a  way  of  welcoming 
new  boys,  and  are  fine  for  introducing  boys  to  each 
other  at  parties.  These  games  make  it  easy  for  boys  to 
get  into  the  fun  and  become  part  of  the  group.  Ice- 
breakers, or  mixers,  as  they  are  sometimes  called,  help 
boys  to  know  each  other  and  feel  more  "at  home." 

Use  icebreakers  at  the  beginning  of  your  party  or 
club  meeting. 


FACE  TO  FACE 

In  this  game,  the  first  thing  each  boy  does  is  pick  a 
partner.  Then  the  pairs  stand  facing  each  other  in  a 
large  circle.  One  boy  without  a  partner  is  "It"  and  stands 
in  the  middle.  He  calls  out  commands  such  as,  "Face  to 
face,"  or,  "Side  by  side,"  or  "Back  to  back,"  and  so  on. 
The  players  and  their  partners  must  follow  his  commands. 

Suddenly  "It"  calls  out,  "All  change."  This  means 
that  each  boy  must  get  a  new  partner.  The  boy  in  the 
middle  tries  to  get  a  partner,  too.  If  he  gets  a  partner, 
the  boy  left  without  a  partner  must  go  in  the  middle  and 
be  "It " 

From  9  to  45  boys  can  have  fun  with  this  game  and 
get  acquainted  quickly  with  the  other  boys  in  the  group. 
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SIMON  SAYS 

No  matter  how  many  boys  are  present,  you  will 
have  fun  playing  this  old  favorite.  Be  sure  you  have 
enough  space,  because  the  game  can  become  very 
active. 

One  boy  is  chosen  as  the  leader,  and  he  stands  on 
a  box,  chair  or  table  so  everyone  can  see  and  hear  him. 
The  rest  of  the  boys  stand  in  lines  three  feet  apart,  and 
face  the  leader.  The  leader  starts  by  saying:  "Simon 
says  'Hands  out  in  front  of  you/  "  Each  boy  must  then 
stretch  out  his  hands.  The  leader  then  says:  "Simon  says 
'Drop  hands.' "  Each  boy  then  drops  his  hands. 

As  the  leader  calls  out  orders,  the  boys  must  follow 
the  order  BUT  only  if  the  leader  first  says:  "Simon  says." 
If  the  leader  just  says:  "Walk  backwards,"  then  every- 
one is  supposed  to  stand  still,  because  the  leader  did 
not  say:  "Simon  says  'Walk  backwards/  *  Understand? 
Only  obey  the  leader's  orders  that  come  directly  after 
"Simon  says/' 

If  a  boy  obeys  an  order  he  is  not  supposed  to  follow, 
then  he  drops  out  of  the  game.  Or,  if  a  boy  does  not 
obey  an  order  which  he  is  supposed  to,  then  he  drops 
out  too.  The  last  boy  left  in  the  game  is  the  winner. 

In  this  game,  the  leader  can  obey  the  directions 
himself,  but  he  doesn't  have  to.  He  may  even  do  some- 
thing entirely  different  to  fool  the  players.  For  instance, 
he  may  say,  "Simon  says:  'Put  your  hands  on  your  hips!'  * 
and  he  himself  puts  his  hands  on  his  shoulders.  If  you 
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Simon  says,  "Let's  play  'Simon  saysf 
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watch  the  leader,  then  you  are  likely  to  make  a  mistake. 

Also,  the  leader  may  give  orders  like  this:  "Simon 
says  'Take  one  step  forward  .  .  .  Now  one  step  to  your 
right/"  In  this  case,  you  must  only  take  the  one  step 
forward,  and  not  the  step  to  the  right,  because  the  leader 
did  not  say  "Simon  says"  before  giving  the  second  order. 

A  good  leader  will  call  out  the  commands  in  quick 
succession  and  should  be  perfectly  fair  in  judging 
whether  the  boys  followed  correctly.  For  example,  if 
you  are  supposed  to  march,  and  then  are  supposed  to 
stop,  the  leader  must  judge  whether  you  stopped  march- 
ing immediately,  or  took  too  long  to  stop.  Each  boy  can 
have  a  turn  being  the  leader. 

If  you  want  to  have  fun  with  your  parents  some  time, 
get  them  to  play  this  game  with  you.  They  will  make  as 
many  funny  mistakes  as  you  do. 
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INTRODUCTIONS 

This  icebreaker  begins  with  the  boys  seated  on  chairs 
in  a  circle.  You  can  play  with  as  many  boys  as  you  have 
chairs. 

One  boy  goes  to  the  center  of  the  circle.  He  does 
not  have  a  chair.  Then  everyone  begins  to  count  off, 
clockwise,  and  call  out  his  name.  For  example,  the  play- 
ers will  say:  "One,  fm  Jack  Wolf,"  "Two,  I'm  Tom 
Harper,"  "Three,  f  m  Kenny  Bell,"  and  so  on.  Everyone 
must  remember  his  number.  The  center  player  does  not 
have  a  number,  and  just  gives  his  name. 

After  everyone  has  called  off,  the  action  starts.  The 
center  player  calls  out  two  numbers.  He  may  call  out, 
"5  and  12."  Then  the  boys  who  are  numbers  5  and  12 
quickly  change  places.  While  they  are  doing  this,  they 
must  yell  their  own  first  name.  At  the  same  time,  the 
center  player  yells  out  his  first  name  and  tries  to  get  one 
of  the  empty  chairs. 

If  the  center  player  gets  to  one  of  the  empty  chairs 
first  he  takes  the  chair  and  the  number  of  the  boy  who 
had  the  chair.  The  boy  who  lost  the  chair  then  becomes 
the  center  player  and  calls  out  the  next  numbers. 

If  the  center  player  is  not  lucky  enough  to  get  into 
an  empty  chair  he  continues  to  call  numbers.  The  center 
player  can  also  call,  "Introductions!"  In  this  case  every- 
one must  get  up  and  change  seats,  calling  out  their  first 
names  at  the  same  time. 

Be  sure  the  chairs  are  sturdy. 
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ACTING  OUT 

Up  to  about  20  boys  can  play  this  icebreaker.  The 
boys  sit  in  a  circle  and  a  leader  is  chosen.  He  walks 
around  the  circle  and  whispers  something  to  each  boy. 

He  may  whisper  to  one  boy,  "Make  believe  you  are 
pitching  a  ball."  To  another  he  may  say,  "Make  believe 
you  are  diving  into  a  swimming  pool."  He  may  suggest 
riding  a  bicycle,  giving  a  speech,  wrestling,  tying  a  knot, 
climbing  a  ladder,  sitting  in  the  movies  in  back  of  a 
woman  with  a  tall  hat,  writing  on  the  blackboard,  eating 
spaghetti,  playing  tennis,  or  any  similar  act. 

Each  boy  is  given  just  one  idea  to  act  out.  He  keeps 
it  secret  from  the  others. 

Then  the  leader  starts  the  game  off  by  pointing  to 
one  of  the  players.  That  boy  stands  up,  gives  his  full 
name,  and  acts  out  his  idea  without  saying  another 
word.  This  is  called  pantomime.  The  boys  try  to  guess, 
and  the  one  who  is  first  to  guess  what  is  being  acted  out 
then  stands  up,  gives  his  own  name,  and  acts  out  his 
pantomime. 

The  game  continues  until  everyone  has  had  a  turn 
at  giving  his  name,  and  acting  out  his  idea.  A  player  can 
only  have  one  turn.  If  a  boy  guesses  correctly  twice,  on 
the  second  time  the  turn  to  act  out  is  passed  to  his  right- 
hand  neighbor. 
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ZIP  ZAP 

This  circle  game  should  break  the  ice  at  any  party 
for  any  number  of  boys.  One  boy  volunteers  to  be  in 
the  center.  Then  everyone  in  the  circle,  going  clockwise, 
is  given  a  chance  to  call  out  his  first  and  last  name.  Each 
boy  tries  to  remember  the  name  of  the  boy  on  his  right 
and  left. 

Then  the  boy  in  the  middle  may  suddenly  point  his 
finger  at  a  player  and  say,  "ZIP— one,  two,  three,  four, 
five."  At  this,  the  boy  who  was  pointed  at  must  answer 
by  giving  the  full  name  of  the  boy  on  his  left.  If  the 
leader  says,  "ZAP— one,  two,  three,  four,  five,"  the  answer 
must  be  the  name  of  the  boy  on  his  right.  If  the  boy  who 
is  pointed  at  doesn't  give  the  answer  before  the  count 
of  five,  then  he  has  missed  and  becomes  "It"  in  the  center 
player's  place.  The  center  player  then  goes  to  the  empty 
place  in  the  circle. 

If  the  name  is  given  before  the  count  of  five  is 
reached,  then  the  center  player  remains  where  he  is  and 
points  to  another  player.  Remember  that  "Zip"  means 
the  boy  on  the  left  and  "Zap"  is  for  the  boy  on  the  right 
of  the  player  pointed  at. 
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OPPOSITES 

Opposites  is  a  good  game  for  boys  about  9  to  12 
years  of  age.  From  10  to  20  boys  can  play  it. 

The  leader  stands  in  the  middle  of  a  circle  of  boys. 
Each  player  is  given  one  end  of  a  string.  The  leader  is 
given  the  other  end  of  each  string.  Thus  he  holds  a 
whole  bunch  of  strings,  with  a  boy  at  the  other  end  of 
each  string.  The  boys  should  hold  the  strings  tightly, 
so  that  the  circle,  looks  like  a  wheel,  and  the  strings  are 
like  spokes. 

Going  clockwise  around  the  wheel,  each  boy  calls 
out  his  name.  On  the  second  time  around,  the  boys  try 
to  remember  as  many  names  as  they  can.  But  each  boy 
especially  tries  to  remember  the  name  of  the  boy  on  his 
right.  There  are  no  penalties  to  this  game.  The  object 
is  for  all  the  boys  to  get  to  know  each  other's  names. 

Now,  the  leader  calls  out  commands.  Each  boy  must 
do  the  opposite  of  what  the  leader  commands.  If  he 
calls  out,  "Drop  strings,,,  then  the  players  hold  the 
strings.  If  he  commands  them  to  hold  the  strings,  then 
they  drop  them. 

In  giving  commands  the  leader  may  then  say,  "All 
first  names  beginning  from  A  to  M,  drop  strings."  Then 
all  those  boys  with  names  that  fit  in  that  group  hold  on 
to  their  strings,  because  they  must  act  opposite  to  the 
command.  Or  the  leader  may  say,  "All  those  with  names 
between  N  and  S,  hold  strings."  Then  Ned,  Paul,  Peter 
and  Sam,  for  instance,  drop  their  strings. 
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After  a  few  times  the  game  becomes  harder.  Each 
player  again  calls  out  his  first  name,  and  now  must  re- 
member the  name  of  the  boy  on  his  right.  This  time, 
when  the  commands  are  given,  each  boy  must  not  think 
of  his  own  name,  but  must  make  believe  that  he  has 
the  name  of  his  neighbor  on  the  right.  For  example,  if 
Bill  is  standing  next  to  John,  and  the  leader  says,  "All 
those  with  names  from  H  to  L,  hold  strings,"  then  Bill 
drops  the  string. 

Meanwhile,  John  is  listening  for  the  name  of  his 
right-hand  neighbor.  So,  if  John's  right  hand  neighbor  is 
Harry,  then  John  would  drop  the  string  too.  But  if 
John's  neighbor  is  Sam,  then  he  would  hold  the  string. 

Confusing?  Not  if  you're  alert.  You'll  have  lots  of 
laughs  and  will  remember  every  boy's  name  after  this 
icebreaker. 
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FOLLOW  THE  LEADER 

This  is  a  good  outdoor  warmer-upper,  but  can  also 
be  lots  of  fun  indoors.  It  can  be  played  with  any  number 
of  boys. 

One  boy  is  chosen  as  the  leader.  The  rest  of  the  group 
must  do  everything  the  leader  does.  It  is  a  good  idea 
for  the  leader  to  figure  out  beforehand  a  number  of 
interesting  and  unusual  places  to  lead  the  group. 

Each  boy  follows  the  other  in  a  line  close  behind 
the  leader.  If  you  are  in  a  large  area  such  as  a  hall  or 
field,  the  leader  can  start  out  by  making  a  large  circle, 
and  then  close  in  to  make  a  smaller  one.  As  he  does  this 
he  can  skip,  then  jump,  run  and  hop.  When  the  circle  is 
as  small  as  it  can  be,  he  unwinds  it  and  runs  in  a  straight 
line. 

The  leader  can  then  jump  over  a  low  fence,  rope,  or 
several  hurdles  that  were  set  up  ahead  of  time  (logs, 
cartons  or  small  bushes  will  do).  He  can  have  the  boys 
follow  him  in  a  running  broad  jump,  a  somersault,  and 
a  cartwheel!  He  can  hop  on  one  foot,  and  finish  up  in  a 
run.  After  all  this,  the  boys  follow  him  by  sitting  down 
and  resting  for  a  while. 

Almost  any  activities  are  fun  to  do  this  way.  Keep 
in  mind  that  they  should  be  different  from  each  other, 
and  shouldn't  be  too  hard  or  too  easy  for  most  of  the 
boys. 

After  this  icebreaker,  the  boys  will  be  ready  for  al- 
most any  active  game. 
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(Note:  To  end  a  party,  Follow  the  Leader  is  also  a 
good  game.  The  leader  can  pick  up  papers,  carry  used 
dishes  out  to  the  kitchen,  put  on  his  overshoes,  and  so 
on— and  all  the  boys  must  follow. ) 
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INDOOR  GAMES 


Most  of  these  games  can  be  played  in  your  own  living 
room,  rumpus  room  or  club  room.  With  a  few  games  you 
will  need  more  space.  It  really  depends  on  the  number 
of  boys  playing  and  the  type  of  game. 


THE  HOT  SEAT 

This  is  a  fast  action  game  for  8  or  more  players,  and 
is  easiest  to  play  indoors. 

All  the  boys  except  one  sit  on  chairs  in  a  circle.  The 
boy  left  without  a  chair  is  "It"  and  stands  in  the  middle 
of  the  circle.  The  chairs  must  be  close  together,  so  that 
the  players  can  quickly  slide  over  from  one  chair  to  the 
next.  One  chair  is  left  vacant  and  that  one  is  called  the 
"hot  seat/' 

"It"  tries  to  get  into  the  empty  chair.  But  he  finds 
that  it  isn't  so  easy,  because  every  time  he  tries  to  do 
this,  the  players  next  to  the  hot  seat  move  into  it.  In  that 
way  another  chair  becomes  empty,  and  when  "It"  tries 
to  get  into  the  new  hot  seat,  it  is  quickly  occupied  by 
one  of  the  boys  next  to  it. 

When  "It"  is  fast  enough  to  get  into  the  empty  chair, 
someone  else  becomes  "It." 
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BALLOON  FOOTBALL 

Ten  or  more  boys  can  have  plenty  of  fun  and  action 
playing  balloon  football  in  a  large  room,  a  gym,  or  even 
outdoors. 

Divide  the  group  into  two  equal  teams.  Teams  line 
up  about  30  feet  from  each  other.  Each  team  has  a 
goalie  stationed  behind  the  opposing  team.  The  goalie 
stands  on  a  chair  and  has  a  small  straight  pin.  He 
cannot  move  off  the  chair. 

Each  team  has  a  balloon  and  tries  to  push  the  balloon 
in  the  air  towards  its  own  goal,  so  its  goalie  can  stick  it 
with  his  pin.  The  pop  of  the  balloon  means  a  point  has 
been  scored  for  that  team.  At  the  same  time,  you  must 
try  to  stop  the  other  team  from  getting  a  point  with  its 
balloon. 

The  balloon  must  not  touch  the  floor.  It  must  be  kept 
in  the  air  all  the  time.  For  lots  of  points  you'll  have  to 
have  lots  of  balloons  as  well  as  good  players. 
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DOG  EAT  BONE 

From  6  to  20  boys  can  play  this  circle  game.  Every- 
one gets  in  a  circle.  One  player  is  chosen  to  be  the  master. 
He  is  blindfolded  and  sits  in  the  center  of  the  circle. 

The  master  is  given  a  bean  bag,  or  some  other  object 
like  it,  which  he  places  close  to  his  side. 

One  player  after  another  acts  as  the  dog  and  tries  to 
capture  the  bag,  without  being  heard  by  the  master.  If 
the  master  hears  a  sound  he  points  in  the  direction  of 
the  sound,  and  says  "Doggie."  If  he  is  pointing  in  the 
right  direction,  the  player  he  has  pointed  at  must  go 
back  to  the  circle.  The  master  remains  in  the  center. 

But  if  a  player  is  able  to  pick  up  the  bean  bag  with- 
out being  heard  by  the  master,  then  that  player  becomes 
the  new  master. 


22  •  BEST  ACTION  GAMES  FOR  BOYS  • 


When  you  re  the  master  in  Dog  Eat  Bone,  you  have  to 
listen  carefully  for  sounds. 
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NUMBERS  LINEUP 

You'll  need  two  exactly  equal  teams  of  4  to  10  players 
each  for  this  game.  The  game  is  best  with  a  large  group 
(18  or  20  players),  and  you  will  need  a  large  room, 
such  as  a  gym,  to  play  in. 

Each  boy  on  each  team  is  given  a  number.  If  you 
have  7  boys  on  each  team,  you  will  have  numbers  0  to 
6;  if  you  have  10,  use  numbers  0  to  9. 

Write  the  numbers  on  the  back  of  paper  plates  or  on 
large  cards  in  crayon.  Use  different  colors  for  each  team, 
such  as  red  for  one  team  and  blue  for  the  other.  Then 
give  each  boy  a  card  with  his  number. 

The  teams  stand  at  opposite  ends  of  the  room,  with 
a  line  drawn  across  the  middle.  A  leader  stands  at  the 
line  and  calls  off  numbers.  He  may  call  out,  "Four  hun- 
dred thirty-two."  At  this,  the  boys  on  each  team  with 
cards  numbered  4,  3  and  2  run  to  the  line.  They  line  up 
in  the  right  order,  holding  their  cards  in  front  of  them. 
The  first  team  to  line  up  correctly  gets  one  point.  The 
first  team  to  score  15  points  wins. 

Numbers  like  432,  and  678,  and  123  are  easy.  There's 
more  fun  with  difficult  numbers  like  481,  and  972,  and 
638.  There's  still  more  excitement  with  numbers  like 
8,462,935.  Leaders  must  remember  not  to  call  out  a 
double  number  like  233,  as  there  is  only  one  of  each 
number  on  a  team. 

The  game  can  be  made  harder  and  more  exciting 
if  you  have  20  boys  who  are  good  in  arithmetic.  The 
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leader  can  call  out,  Tm  adding  these  numbers:  2,  5,  9 
and  7,  and  I  will  subtract  3.  Total?"  The  boys  on  each 
team  can  get  into  a  huddle  for  this,  and  the  first  boys 
to  run  to  the  answer  line  with  the  correct  answer  win. 
In  this  case,  the  2  and  the  0  stand  together  to  form  20. 
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COAST  TO  COAST 

From  8  to  30  boys  can  best  play  Coast  to  Coast.  The 
players  sit  on  chairs  arranged  in  a  circle.  One  boy  stands 
in  the  center.  He  doesn't  have  a  chair.  Each  player 
chooses  the  name  of  a  different  city,  and  writes  it  down 
on  a  piece  of  paper  for  the  boy  in  the  center,  who  makes 
sure  that  the  same  city  has  not  been  selected  by  two  boys. 

The  boy  in  the  center  calls  out,  for  example,  "I  am 
taking  a  trip  from  New  York  to  Philadelphia."  Then  the 
boys  who  have  chosen  those  cities  must  immediately 
change  places.  If  he  calls  out,  "I  am  taking  a  trip  from 
Coast  to  Coast,"  everyone  must  change  seats. 

The  boy  in  the  middle  tries  to  get  one  of  the  chairs 
while  the  other  boys  are  changing  places.  If  he  succeeds, 
the  boy  who  is  left  without  a  chair  is  "It,"  and  goes  in 
the  center  of  the  circle.  Then  he  calls  out  the  cities.  The 
boy  in  the  middle  must  try  to  remember  the  city  each 
boy  has  chosen. 
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BOW  WOW 

Bow  Wow  can  be  played  at  home  or  in  a  gym.  You 
need  about  12  to  40  players.  One  boy  becomes  "It"  and 
all  the  others  stand  in  a  circle,  about  an  arm's  length 
apart. 

The  boy  who  is  "It"  runs  around  the  outside  of  the 
circle  and  taps  one  of  the  players.  After  tapping  a  boy, 
It"  continues  to  run  around  the  circle.  The  boy  who 
was  tapped  leaves  his  place  and  runs  around  the  circle- 
in  the  opposite  direction. 

When  both  boys  meet  each  other  running,  they  must 
each  get  down  on  all  fours  and  bark,  "Bow  Wow,"  three 
times.  Then  each  boy  quickly  gets  up  and  continues 
running  around  the  circle  in  the  same  direction  as  before. 
The  first  boy  to  reach  the  empty  space  in  the  circle  gets 
the  place.  The  boy  who  is  left  out  becomes  "It." 

Then  he  taps  another  player  and  the  game  continues. 
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UP  JENKINS! 

For  this  game,  you  need  a  long  table  and  chairs  or 
benches.  As  many  boys  can  play  as  there  are  seats  on 
both  sides  of  the  table.  Form  two  teams  of  equal  number, 
and  choose  a  captain  for  each  team.  The  teams  then  sit 
alongside  the  table,  facing  each  other.  The  captains  sit 
at  the  ends  of  the  table. 

The  captain  of  one  team  passes  a  coin  under  the 
table  to  the  first  boy  of  his  team.  The  boys  on  this  team 
pass  it  under  the  table  back  and  forth  from  one  boy  to 
another.  The  object  of  the  game  is  to  do  this  so  care- 
fully that  the  other  team  cannot  guess  which  player 
has  the  coin. 

At  any  time,  the  captain  of  the  opposite  team  may 
call  out,  "Up  Jenkins!"  At  this  signal  the  boys  on  the 
team  with  the  coin  hold  their  hands  over  their  heads 
with  their  fists  clenched.  The  captain  then  calls  out, 
"Down  Jenkins,"  and  the  boys  slap  their  hands  with 
palms  open  on  the  table,  keeping  the  coin  hidden  under 
one  of  the  palms.  Be  careful  that  there  is  no  clinking 
sound  of  the  coin  when  hands  are  slammed  down  on  the 
table. 

Then  the  first  two  boys  on  the  opposite  team  guess 
which  boy  has  the  coin.  One  of  them  says,  "Show  Up," 
to  the  boy  he  thinks  has  the  coin.  This  boy  must  lift  up 
his  hands  to  show  if  the  coin  is  on  the  table.  If  it  isn't, 
the  second  boy  gets  his  guess. 

If  one  of  the  guesses  was  right,  the  guessing  team 
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I  gets  a  point,  and  has  a  chance  to  hide  the  coin  on  its 
side.  But  if  the  guesses  both  were  wrong,  the  coin  stays 
|with  the  first  team,  and  the  first  team  gets  a  point.  The 
team  with  the  highest  points  wins. 


HOT  POTATO 

A  group  of  from  6  to  30  boys  can  have  lots  of  fun 
playing  Hot  Potato.  The  players  sit  around  in  a  circle, 
and  one  boy  is  chosen  as  leader.  An  object  such  as  a 
small  potato,  ball,  stone,  or  piece  of  wood  is  passed 
around  from  boy  to  boy.  Players  must  pass  the  object 
very  quickly,  and  every  boy  must  accept  it. 

When  the  leader  yells  out,  "Hot,"  the  boy  holding 
the  "potato"  is  out.  The  game  is  played  over  and  over 
again  until  every  boy  but  one  is  out.  The  last  player  left 
in  the  game  is  the  winner. 

If  more  than  30  boys  want  to  play,  two  or  more 
circles  can  be  formed.  Each  circle  must  have  its  own 
"potato"  to  pass  around,  but  there  is  only  one  leader. 
The  winner  in  each  circle  can  then  form  a  final  circle, 
to  see  who  is  the  grand  winner. 
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OCEAN  WAVE 

Almost  any  number  of  boys  can  play  this  circle  game. 
Chairs  should  be  placed  to  form  a  circle.  Everyone  has 
a  chair  except  one  player  who  stands  in  the  center. 

The  center  player  calls  "Shift  right"  or  "Shift  left." 
When  he  calls  "Shift  right"  each  boy  must  move  to  the 
chair  on  his  right.  And  for  "Shift  left"  each  player  must^ 
move  to  the  chair  on  his  left. 

The  center  player  changes  the  call  fast  and  often,  but 
he  must  be  careful  not  to  call  faster  than  the  boys  can 
move,  or  there  will  be  a  big  mixup.  Of  course,  he  can 
call  several  "Shift  rights"  or  "Shift  lefts"  following  each 
other. 

Every  once  in  a  while  the  center  player  tries  to  get 
a  seat  for  himself.  He  may  wait  for  three  or  four  calls 
before  he  runs  for  a  seat.  When  he  does  manage  to  steal 
a  seat,  the  boy  who  is  left  without  a  chair  becomes  the 
center  player.  Then  he  calls  off  the  signals  and  the  game 
continues. 
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As  the  center  player  calls  out  directions,  the  hoys  shift 
back  and  forth  like  an  "ocean  wave!' 
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DEER  STALKING 

This  game  can  be  played  with  5  to  20  boys  around 
a  large  table.  Two  boys  in  the  group  are  chosen;  one 
becomes  the  deer,  and  the  other  the  hunter.  Both  boys 
are  then  blindfolded  and  stand  at  opposite  ends  of  the 
table. 

The  Hunter  tries  to  catch  the  Deer,  but  of  course  he 
can  t  see  where  the  Deer  is.  The  Deer  tries  to  keep  away 
from  the  Hunter,  but  he  can't  tell  where  the  Hunter  is. 
Each  tries  to  fool  the  other  by  giving  false  signals.  The 
Hunter  may  tiptoe  to  one  end  of  the  table  and  start 
pounding,  then  quickly  run  to  the  other  end,  because 
he  expects  the  Deer  to  run  away  from  the  noise.  He  may 
whisper,  call  out  and  give  all  kinds  of  misleading  sig- 
nals. The  Deer  also  may  make  sounds  and  then  run  to 
a  different  spot  to  fool  the  Hunter.  ^t 

The  others  in  the  group  have  fun  too,  wflching  the 
Deer  try  to  escape.  Sometimes  he  walks  right  into  the 
surprised  Hunter's  arms.  Those  watching  should  be 
quiet  so  as  not  to  give  any  clues.  After  the  Hunter  catches 
the  Deer,  two  others  are  chosen. 
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OUTDOOR  GAMES 


These  outdoor  games  were  selected  for  their  adven- 
ture, sport  and  fun.  Play  them  in  the  park,  in  the  country, 
at  camp,  in  the  school  yard,  or  in  your  own  backyard. 
If  the  weather  is  not  favorable  outdoors,  many  of  these 
games  can  be  played  in  a  large  indoor  recreation  space 
or  gym. 


SARDINES 

This  is  a  different  and  interesting  kind  of  hide-and- 
seek  game.  You  can  play  it  with  5  or  more  boys. 

One  boy  goes  out  to  hide,  while  the  group  counts 
to  100.  After  reaching  100,  the  players  go  in  search  of 
the  hider.  If  one  of  the  boys  finds  the  hider,  he  sneaks 
away  so  that  the  others  don't  see  him,  and  he  joins  the 
hider. 

As  the  other  boys  spot  the  hider,  they  join  him  too. 
If  they  are  hiding  in  a  small  area  they  all  crowd  in  to- 
gether, like  sardines  in  a  can.  They  must  be  quiet  so 
that  the  others  wont  know  where  they  are. 

The  boys  who  are  hiding  wait  there  until  the  last 
hunter  finds  them.  The  one  who  first  spotted  the  hider 
is  the  first  to  hide  in  the  next  game. 
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STEALING  STICKS 

Here's  an  exciting  game  to  play  out  of  doors  if  you 
have  a  group  of  about  20  boys. 

First  choose  a  large  area  to  play  in.  Then  draw  a  line 
through  it,  so  that  the  space  is  divided  into  two  equal 
parts.  Divide  up  into  two  teams,  one  on  each  side  of  the 
line. 

Each  team  also  must  have  a  pile  of  5  or  more  sticks. 
These  are  kept  about  30  feet  back  of  the  line.  In  one 
corner  of  each  side  mark  off  a  space  about  5  feet  square, 
and  call  it  the  "prison." 

The  object  of  the  game  is  to  dash  over  to  the  opposite 
team's  side  and  get  one  of  the  sticks  without  being 
caught.  Once  a  player  crosses  the  center  line  and  is  in 
enemy  territory  he  can  be  tagged  and  put  in  prison.  But, 
if  he  gets  to  the  pile  of  sticks  before  being  tagged,  he  is 
safe.  Then  he  can  bring  back  one  stick  to  his  own  side. 

A  prisoner  can  be  released  if  someone  from  his  team 
touches  his  hand.  If  that  happens  he  can  go  back  to  his 
side  without  being  tagged.  Only  one  prisoner  at  a  time 
can  be  released. 

A  team  wins  if  it  gets  all  its  opponent's  sticks,  and 
has  no  members  in  prison. 
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CROWS  AND  CRANES 

Twenty  or  more  boys  can  play  this  game  outside  or 
in  a  gymnasium.  Choose  two  teams  of  the  same  number 
of  players  and  one  boy  as  leader.  One  team  is  called 
Crows  and  the  other  Cranes.  The  teams  line  up  three 
feet  apart,  facing  each  other.  A  goal  line  is  marked  about 
25  feet  behind  each  team. 

When  the  leader  calls  out  "Cranes"  the  Cranes  turn 
and  dash  back  to  their  own  goal  line  while  the  Crows 
chase  them  and  try  to  catch  them.  Any  Cranes  that  are 
tagged  must  join  the  Crows.  And  when  the  leader  calls 
out  "Crows"  the  Crows  turn  and  run,  with  the  Cranes 
trying  to  catch  them.  The  team  that  captures  all  the 
players  of  the  other  team,  or  the  team  that  ends  up 
with  the  most  players  wins. 

Sometimes  the  leader  can  make  the  game  more  ex- 
citing by  drawing  out  the  "Cr  .  .  ."  so  that  the  Cranes 
and  Crows  don't  know  which  will  be  called.  The  leader 
can  even  call  another  word  that  starts  with  "Cr,"  such 
as  "Cricket,  Crayon,  Crate,"  and  other  words  he  may 
think  of.  This  adds  to  the  suspense  of  the  game. 
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STREETS  AND  ALLEYS 

The  more  boys  you  have  for  this  game,  the  more  fun 
it  will  be.  You  can  have  from  16  to  50  players.  Everyone 
must  get  into  a  line,  so  that  you  have  many  lines  side 
by  side,  with  at  least  four  boys  in  each  line.  Each  line 
must  be  three  feet  from  the  next  line. 

Two  boys  then  are  chosen  to  step  forward.  They  are 
to  run  through  the  "streets  and  alleys,"  one  being  the 
runner  and  the  other  the  chaser. 

Now,  every  boy  joins  hands  with  the  boys  on  his 
left  and  right,  forming  a  number  of  "streets."  The  boy 
at  the  head  of  the  first  line  acts  as  leader.  When  he  calls 
out  "Alleys!"  then  everyone  must  drop  hands,  turn  a 
quarter-turn  to  the  right,  and  join  hands  with  the  boys 
now  on  his  left  and  right.  When  the  leader  calls  out 
"Streets!"  then  everyone  must  turn  a  quarter-turn  to 
the  right  again  and  join  hands  with  the  boys  now  on  his 
left  and  right.  And  so  on. 

Meanwhile,  the  runner  and  chaser  are  racing  through 
the  spaces  left  open  between  the  lines.  As  the  joined 
hands  are  changed,  the  streets  turn  into  alleys,  and  the 
boys  have  to  run  in  different  directions.  Some  streets 
become  dead-ends,  and  others  open  up.  The  running 
players  cannot  break  through  the  joined  hands  of  the 
boys  in  line. 

To  make  the  game  lively,  the  leader  must  keep  calling 
out  changes  often.  This  makes  it  difficult  for  the  runner 
to  be  caught  by  the  chaser.  When  a  runner  is  caught, 

36  •  BEST  ACTION  GAMES  FOR  BOYS  • 


When  these  "streets"  turn  into  "alleys,"  it  may  help  the 
chaser— or  it  may  help  the  runner! 


he  and  the  chaser  go  into  the  lines,  and  another  pair  of 
boys  are  chosen  to  run  and  chase. 
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CATCH  TEN 

From  4  to  40  boys  can  play  this  outdoor  game  which 
is  like  basketball  without  a  basket.  All  you  need  are  a 
volley  ball  or  soccer  ball  and  plenty  of  space. 

Divide  the  group  into  two  teams.  Be  sure  you  re- 
member who  is  on  your  team.  It  is  a  good  idea  for  the 
boys  on  one  team  to  tie  arm  bands  or  string  on  their 
sleeves  so  they  can  recognize  each  other. 

The  game  starts  with  a  boy  from  each  team  jumping 
for  the  ball,  just  as  the  center  jumps  in  basketball.  The 
team  that  gets  the  ball  throws  it  around  among  its  mem- 
bers. The  object  of  the  game  is  to  keep  passing  the  ball 
ten  times  in  succession  without  letting  it  touch  the 
ground.  Each  time  a  team  makes  a  catch,  the  boy  catch- 
ing the  ball  calls  out  the  number  of  the  catch.  The  first 
boy  to  catch  the  ball  calls  out  "one,"  the  next  boy  to 
catch  it  calls  out  "two,"  and  so  on,  until  the  tenth  boy 
catches  it. 

Meanwhile,  the  other  team  tries  to  get  the  ball  by 
catching  it,  not  snatching  it  from  a  player's  hands.  If  the 
ball  touches  the  ground,  or  if  it  is  caught  by  the  other 
team,  all  numbers  are  cancelled  out,  and  the  other  team 
starts  passing  the  ball  and  counting.  You  can  see  how 
exciting  the  game  becomes  when  the  numbers  get  to 
around  8  or  9. 

The  team  that  counts  10  catches  in  succession  gets 
one  point.  The  game  can  be  played  for  any  number  of 
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points,  or  a  time  limit  can  be  set,  and  the  team  getting 
the  most  points  wins. 

Players  are  not  permitted  to  run  while  they  are  hold- 
ing the  ball,  but  they  can  run  anywhere  trying  to  catch 
it.  Tripping,  pushing  and  pulling  are  not  allowed,  of 
course. 


STATUE  RACE 

Almost  any  number  of  boys  can  play  this  funny  game. 
First,  set  up  a  starting  line  and  goal  line  about  100  yards 
apart.  One  of  the  boys  acts  as  the  leader. 

The  leader  closes  his  eyes  and  counts  to  "eight"  out 
loud.  As  he  counts,  the  other  boys  run  towards  the  goal. 
At  the  count  of  "eight"  everyone  must  stop  running,  and 
hold  any  position  they  are  in  when  "eight"  was  called. 
These  "statues"  are  usually  very  peculiar  looking. 

At  "eight"  the  leader  opens  his  eyes.  If  he  sees  any- 
one move,  that  boy  is  sent  back  to  the  starting  line,  and 
must  begin  over  again.  The  others  wait  where  they  are. 
Then  the  leader  closes  his  eyes  again,  counts  up  to 
"eight,"  and  opens  his  eyes  again.  He  sends  back  more 
boys  he  sees  move.  This  continues  until  one  boy  reaches 
the  goal  and  becomes  the  winner. 
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RUN  SHEEP  RUN 

Ten  or  more  players  can  play  Run  Sheep  Run  in  the 
woods,  open  country,  or  on  your  street.  All  you  really 
need  are  good  hiding  places,  and  lots  of  space. 

The  object  of  the  game  is  for  a  whole  team  to  hide 
and  to  get  home  before  the  other  team  can  find  them. 
Start  by  dividing  the  group  into  two  teams,  and  let  each 
team  choose  a  captain.  Decide  which  place  is  to  be  the 
goal  (home).  One  team  then  gets  ready  to  hide— toss  a 
coin  to  see  which  team  hides  first. 

The  captain  of  the  hiding  team  must  help  his  team 
by  calling  out  signals,  so  before  the  game  starts,  he  goes 
into  a  huddle  with  his  team  to  decide  on  their  signals. 
The  signals  may  be  like  this: 

"Fox,"  meaning,  "They  are  coming  closer— hide  under 
the  stairs!" 

"Soda  Pop,"  meaning,  "Run  towards  the  creek!" 

"Hot  Dog,"  meaning,  "Start  going  towards  the  goal 
as  quietly  as  you  can." 

"Superman,"  meaning,  "Stay  away  from  the  goal.  The 
other  team  is  near  the  goal." 

After  the  hiding  team  knows  all  their  signals,  they 
go  off  to  hide— all  must  hide  together.  The  other  team 
waits  at  the  goal  and  does  not  look.  Then  the  captain  of 
the  hidden  team  returns  to  the  waiting  team  and  tells 
them  his  team  is  ready. 

The  waiting  team  now  sets  out  to  find  the  hiding 
team.  The  captain  of  the  hiding  team  goes  along  with 
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the  seekers  and  calls  out  his  signals  to  the  team.  The 
signals  must  always  try  to  bring  the  hiding  team  nearer 
to  the  goal.  Often,  though,  the  boys  must  go  a  round- 
about way  to  get  safely  to  goal.  They  must  always  try 
to  stay  hidden  from  the  seekers,  and  perhaps  crawl  and 
creep  like  commandos. 

If  anyone  in  the  searching  team  sees  one  of  the 
players  hiding  he  tells  his  own  captain.  Then  his  captain 
yells  out,  "Run  Sheep  Run."  At  this,  all  players  of  both 
teams  run  to  the  goal.  The  team  that  gets  there  first  wins. 

If  the  captain  of  the  hiding  team  guides  his  team 
so  that  they  are  close  to  the  goal,  he  can  call  out,  "Run 
Sheep  Run,"  too.  This  way  his  team  has  a  good  chance 
of  winning. 

After  each  game,  the  teams  change  places— the  one 
hiding  before  becomes  the  searching  team.  The  other 
team  has  a  chance  to  hide  after  it  makes  up  its  own  set 
of  signals. 
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LEMONADE 

In  this  game  you  have  to  learn  just  a  few  lines  and 
use  pantomime,  which  means  acting  out  something  with- 
out talking. 

Two  teams  of  up  to  eight  boys  can  play.  The  two 
teams  face  each  other  about  20  feet  apart.  Each  team 
draws  a  goal  line  another  20  feet  back. 

The  first  team  decides  upon  a  trade  or  kind  of  work 
a  person  can  do.  The  second  team  has  to  guess  what  it  is. 
For  example,  the  first  team  decides  upon  "dog  catcher ." 
They  walk  up  to  the  second  team  and  while  they  are 
walking  towards  them  they  chant: 

First  Team:    Here  we  come. 
Second  Team:    Where  from? 
First  Team:    New  York. 
Second  Team:    What's  your  trade? 
First  Team:    Lemonade. 
Second  Team:    Give  us  some. 

First  Team:  If  you  can  run...D.C.  (The  initials  of  Dog 
catcher. ) 

Then  the  first  team  begins  to  pantomime.  They  try 
to  act  like  dogs,  and  like  dog  catchers  chasing  them,  or 
sad  looking  dogs  already  caught. 

The  second  team  tries  to  guess.  They  get  5  chances 
to  guess.  If  one  of  them  calls  out  the  right  trade,  the 
first  team  then  must  run  back  to  its  goal.  The  second  team 
chases  them,  and  those  that  get  caught  must  stay  with 
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the  second  team.  Then  the  second  team  has  a  chance  to 
choose  a  trade  and  the  first  team  does  the  guessing.  The 
game  goes  on  back  and  forth  until  all  the  players  of 
one  team  are  caught. 


DODGE  BALL 

This  lively  outdoor  game  is  a  favorite  for  12  to  about 
30  boys.  Two  teams  are  chosen.  One  team  forms  a  circle, 
and  the  other  team  goes  inside  the  circle.  The  circle  team 
is  given  a  volley  ball. 

The  object  of  the  game  is  for  the  circle  team  to  hit 
the  players  inside  the  circle  with  the  ball.  In  throwing 
the  ball,  the  players  must  aim  only  at  the  legs  of  the  boys 
inside  the  circle.  The  boys  can  pass  the  ball  around  the 
circle  before  they  throw  it.  This  confuses  the  boys  inside 
the  circle,  and  keeps  them  on  the  run. 

As  soon  as  an  inside  player  is  hit  he  must  leave  the 
circle.  A  timekeeper  with  a  watch  times  the  game  to  see 
how  long  it  takes  until  all  the  inside  boys  are  out.  Then 
the  two  teams  change  sides,  and  the  timekeeper  again 
notes  how  long  it  takes  till  the  new  inside  team  is  put 
out.  The  team  that  stays  inside  the  circle  longer  is  the 
winner. 
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RIDE  HIM,  COWBOY 

In  this  game  you  can  almost  feel  like  a  cowboy 
riding  a  bronco.  About  four  or  five  boys  get  in  line. 
Each  boy  puts  his  arms  around  the  waist  of  the  boy  in 
front  of  him.  This  short  line  is  called  a  bronco. 

One  player,  called  the  cowboy,  is  not  in  line.  He 
tries  to  ride  the  bronco.  He  does  this  by  trying  to  grab 
the  waist  of  the  last  boy  in  the  bronco.  This  is  hard  to 
do,  because  the  bronco  switches  and  jerks  about  to 
keep  the  cowboy  from  hooking  on.  If  the  cowboy  can 
hang  on  for  five  or  six  seconds  he  wins.  Then  the  first 
boy  in  the  bronco  line  becomes  the  cowboy. 

If  you  have  more  than  six  boys  in  your  group  you 
can  have  several  bronco  lines  going  at  one  time. 
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The  bronco  twists  and  switches  about,  so  you  have  to  be 
fast  if  you  want  to  "ride  him,  cowboy!" 
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INDIAN  SNATCH  CLUB 

This  game  is  best  with  10  to  21  players.  Divide  the 
group  into  two  equal  teams  of  not  more  than  10  boys 
on  a  team.  One  other  boy  is  the  leader. 

The  teams  stand  in  a  straight  line  and  face  each 
other  30  feet  apart.  The  goal  line  for  each  team  is  where 
each  team  stands.  Place  an  Indian  club  or  an  empty 
soda  bottle  midway  between  the  two  teams  and  their 
goal  lines.  Then  the  boys  on  each  team  number  off.  If 
there  are  10  players  on  each  team,  then  each  team  will 
count  off  the  numbers  from  1  to  10. 

The  leader  calls  out  a  number.  He  may  call  out  "4" 
and  then  the  boys  on  each  team  who  are  number  4  run 
out  to  grab  the  Indian  club.  The  object  of  the  game  is 
for  one  of  the  boys  to  grab  the  Indian  club  and  return 
to  his  goal  line  without  being  tagged  by  the  other 
player,  who  chases  him.  If  a  boy  carries  the  club  to  his 
goal  line  without  being  tagged,  his  team  gets  two  points. 
If  the  player  is  tagged  then  the  other  team  gets  one 
point.  A  score  of  20  points  wins. 

Sometimes  the  boys  reach  the  Indian  club  at  the  same 
time  and  neither  boy  wants  to  grab  it.  In  this  case,  both 
boys  should  watch  very  carefully  for  the  other's  slightest 
move.  In  this  lies  the  real  skill  of  the  game.  Finally,  one 
of  the  boys  will  grab  the  club  and  run. 
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WILD  BULL 

From  8  to  about  20  boys  can  play  this  game  which 
is  a  test  of  skill  and  alertness.  It  can  be  played  outdoors 
or  in  a  gym. 

Choose  one  boy  to  be  the  "bull/'  Then  all  the  other 
players  join  hands  in  a  circle  around  him.  The  bull 
tries  to  break  through  the  circle  and  get  to  the  outside. 
The  other  boys  hold  tight  to  prevent  his  getting  through. 

The  bull  can  come  close  to  some  of  the  boys  making 
up  the  circle  and  inspect  the  way  they  are  holding  hands. 
Then  suddenly  he  may  make  a  surprise  move,  swing 
around  and  try  to  break  through  at  some  other  place 
in  the  circle.  The  bull  cannot  try  to  pry  open  the  hands 
of  boys  in  the  circle.  He  can  only  break  through  by 
throwing  his  body  against  the  joined  hands  or  ducking 
underneath  the  hands.  If  you  are  in  the  circle,  watch 
out  for  the  wild  bull,  because  he  may  try  to  break 
through  where  you  are. 

The  boys  in  the  circle  can  lower  or  raise  their  arms 
to  keep  the  bull  from  bursting  through.  If  he  does  suc- 
ceed in  getting  through,  everyone  chases  him.  The  bull 
runs  for  the  goal,  which  is  about  50  feet  away.  If  he 
reaches  goal  without  being  tagged,  he  is  safe,  and  he 
continues  to  be  the  bull.  If  he  is  tagged,  the  boy  who 
tags  him  becomes  the  bull  in  the  next  game. 
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TRACTOR 

Choose  a  soft,  grassy  spot  to  play  this  game.  Be  sure 
all  rocks,  sticks  and  sharp  objects  are  cleared  away  so 
no  one  will  get  hurt.  (You  can  play  Tractor  on  a  gym 
mat  indoors,  if  you  want.) 

Four  boys  play  at  a  time.  Two  players  get  on  their 
hands  and  knees,  facing  in  opposite  directions.  They 
must  be  so  close  to  each  other  that  their  feet  are  almost 
touching.  These  boys  are  the  "tractors"  and  two  other 
boys  are  the  "drivers."  Each  driver  sits  on  his  tractor, 
and  holds  on  with  his  legs  around  the  tractors  waist.  The 
drivers  must  sit  with  their  backs  to  each  other. 

At  a  starting  signal,  each  driver  stretches  his  arms 
in  back  of  him  and  tries  to  grab  the  hands  of  the  other 
driver,  and  force  him  off  his  tractor.  Thus,  a  tug-of-war 
takes  place.  The  driver  who  is  pulled  or  pushed  off  his 
tractor  loses.  If  both  fall  off  at  the  same  time,  it  is  a  tie. 

If  you  have  more  than  four  boys  on  hand,  more  trac- 
tors and  drivers  can  be  set  up.  (You  will  need  four  boys 
for  each  match.)  Be  sure  that  each  pair  is  far  enough 
from  the  next  so  they  wont  bump  into  each  other  when 
they  fall. 

After  each  match,  the  drivers  and  tractors  change 
places,  so  everyone  has  a  turn  in  each  position. 
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Choose  a  soft  grassy  spot  to  land  on 
when  you  play  Tractor. 
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DUCK  ON  A  ROCK 

(Note  to  parent  or  group  leader:  This  is  a  game  in 
which  the  more  or  less  prevalent  impulse  of  active  boys 
to  throw  stones  is  channeled  into  an  acceptable  part  of 
an  organized  game.  Emphasize  that  everyone  must  toss 
his  stone  directly  at  the  "rock."  If  players  begin  to  throw 
their  stones  wildly  about,  change  quickly  to  another 
game.) 

Duck  on  a  Rock  is  played  with  stones  and  is  best 
played  with  6  to  11  boys.  Each  boy  should  find  a  stone 
about  2  inches  round,  which  can  be  tossed  easily.  Then 
one  large  stone  is  needed.  It  should  be  about  10  inches 
round  and  have  a  smooth  top.  The  large  stone  is  called 
the  "rock." 

First,  all  the  boys  line  up  at  "home,"  about  15  feet 
from  the  rock,  and  make  a  mark  on  the  ground  where 
they  stand.  Then  each  boy  takes  a  turn  tossing  his  stone 
from  "home"  to  see  how  close  he  can  come  to  the  rock. 

The  boy  whose  stone  lands  farthest  away  from  the 
rock  is  "It,"  and  must  put  his  stone  (or  "duck")  on  the 
rock.  "It"  stands  near  the  rock.  The  other  boys  pick 
up  their  stones,  go  back  to  home  and  take  turns  trying 
now  to  knock  the  duck  off  the  rock  with  their  stones. 
When  a  boy  does  knock  the  duck  off  the  rock,  all  players 
rush  from  home  to  get  their  own  stones  that  have  landed 
all  around  the  rock.  They  pick  up  their  stones  and  dash 
back  home. 

When  the  duck  is  knocked  off  the  rock,  "It"  must 
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quickly  put  it  back  and  try  to  tag  one  of  the  players. 
The  boy  who  is  tagged  becomes  "It."  Now  he  has  to 
put  his  stone  on  the  rock  for  the  others  to  try  to  knock 
off.  If  "It"  doesn't  tag  anyone,  he  stays  "It."  If  each  boy 
has  had  five  throws  and  if  "It's"  duck  is  not  knocked  off 
the  rock,  "It"  gets  all  the  stones.  In  order  to  get  them 
back,  the  other  boys  must  follow  his  commands.  He 
may  order  one  player  to  hop  on  one  foot  to  his  stone, 
and  walk  back  to  home  with  the  stone  on  his  head. 
Another  player  may  have  to  turn  somersaults  or  sing 
songs.  After  each  boy  has  followed  "It's"  commands, 
the  game  continues  with  the  boys  again  trying  to  knock 
"It's"  duck  off  the  rock. 


CLAP  IN,  CLAP  OUT 

Here  is  an  old  favorite.  You  will  need  about  10  boys, 
5  on  each  team.  The  teams  line  up  facing  each  other 
about  30  feet  apart.  Then  the  first  player  on  Team  A 
becomes  "It"  and  walks  up  to  Team  B.  The  boys  on 
Team  B  keep  their  right  hands  outstretched  with  the 
palm  up. 

The  boy  from  Team  A  goes  along  from  boy  to  boy 
stroking  their  hands  until  he  slaps  the  palm  of  one  of 
the  B  boys.  This  boy  immediately  starts  to  chase  him 
back  to  the  A  team's  line.  If  "It"  is  caught,  he  joins  the 
B  team.  If  not,  then  the  boy  chasing  him  becomes  "It". 

The  team  ending  the  game  with  the  most  players 
wins. 
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SOCCER 

This  popular  outdoor  game  is  played  on  a  level  field 
about  100  feet  long  and  50  feet  wide.  From  6  to  30  boys 
can  play.  Divide  the  group  into  two  equal  teams. 

You  will  need  a  pair  of  goal  posts  in  the  center  of 
each  end  of  the  field,  one  for  each  team.  These  are  made 
of  strong  sticks  pushed  into  the  ground,  15  feet  apart. 
The  object  of  the  game  is  for  each  team  to  try  to  kick 
a  soccer  ball  (or  volley  ball)  through  its  own  goal  posts. 

The  ball  is  set  into  play  two-thirds  of  the  way  from 
Team  A's  goal  posts,  with  a  member  of  Team  A  kicking 
the  ball  toward  his  goal.  The  other  boys  on  Team  A  try 
to  help  kick  and  push  the  ball  towards  the  goal.  At  the 
same  time,  Team  B  tries  to  stop  the  ball  and  kick  it 
back  in  the  other  direction,  towards  its  own  goal  posts. 
Any  part  of  the  body  —  head,  shoulder,  knees  —  may  be 
used  except  hands!  You  must  try  to  kick  the  ball  to  the 
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players  on  your  side,  and  work  as  a  team,  and  not  try 
to  kick  it  all  the  way  yourself. 

Each  team  has  a  player  who  is  called  a  goal  keeper. 
The  goal  keeper  stands  at  the  goal  posts  of  the  enemy 
and  tries  to  keep  the  ball  from  going  through  the  posts. 
Whenever  a  team  gets  the  ball  through  its  goal  posts,  it 
scores  2  points.  The  team  making  the  highest  score  wins. 

After  a  goal  is  scored  by  Team  A,  for  example,  the 
ball  is  started  in  play  again  two-thirds  of  the  way -from 
Team  B's  goal  posts,  with  Team  B  kicking  off.  If  at  any 
time  the  ball  is  kicked  or  pushed  out  at  the  sidelines  by 
Team  B,  for  example,  it  is  kicked  back  in  again,  at  the 
spot  where  it  rolled  out,  by  a  player  of  Team  A. 

Soccer  is  such  an  active  game  that  it  is  good  to  rest 
in  the  middle.  Play  it  for  10  minutes,  then  take  a  5-min- 
ute  rest  period,  and  then  play  the  second  half  for 
another  10  minutes. 
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OBSTACLE  RACE 

Boys  always  like  obstacle  races.  You  can  put  on  these 
races  almost  any  place,  in  a  school  yard,  in  an  open  field 
or  in  a  forest.  You  will  need  a  number  of  obstacles  such 
as  the  following:  open  barrels  to  crawl  through,  a  small 
log  to  run  over,  trees  to  touch,  perhaps  a  hill  to  climb, 
and  a  house  to  run  around,  a  rope  or  packing  carton  to 
jump  over,  or  anything  else  you  can  think  of. 

To  make  up  your  obstacle  course,  just  place  the  dif- 
ferent small  types  of  obstacles  in  various  spots  in  the 
area  where  you  are  to  hold  the  race.  Then  you  must 
decide  the  order  in  which  obstacles  must  be  run  over, 
through  or  around. 

Before  the  race  begins,  tell  the  players  the  order  of 
the  obstacles  which  they  are  to  run:  first,  second,  third, 
and  so  on.  Then  each  boy  in  turn  runs  the  race  alone. 
Time  him  with  the  second  hand  of  a  watch.  The  boy 
finishing  in  the  shortest  time  wins. 

You  can  play  this  another  way,  too,  if  you  can  make 
two  obstacle  courses  exactly  alike.  Divide  the  boys  into 
two  teams  and  run  the  race  as  a  relay,  with  each  boy 
starting  as  soon  as  he  is  tagged  by  the  boy  ahead  of  him 
on  his  team.  Then  you  wont  have  to  time  each  boy,  as 
the  first  team  to  finish  wins  the  race. 
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STUNTS  AND  CONTESTS 


All  boys  like  the  challenge  of  stunts  and  contests. 
Some  stunts  have  hidden  surprises,  some  are  clever, 
and  all  of  them  are  fun.  Those  that  are  given  here  are 
mostly  rough  and  tumble  because  that's  what  all  boys 
like.  You  will  also  be  able  to  test  your  strength.  Try  them. 


HAND  WRESTLE 

You  can  hand  wrestle  anywhere.  First,  two  boys  stand 
opposite  each  other,  each  with  right  foot  forward  and 
legs  apart.  They  stand  in  the  same  position  as  swords- 
men when  they  duel. 

Then  the  boys  grasp  each  other's  right  hands.  (Left- 
handed  players  can  wrestle  only  against  other  left- 
handers. )  While  holding  right  hands  firmly,  both  players 
count  to  three.  At  the  number  "three,"  both  boys  start 
to  turn,  shove,  twist  and  pull,  with  their  wrists,  trying 
to  throw  each  other  off  balance.  The  first  player  to  move 
his  right  foot  (that's  the  forward  foot)  loses. 

If  you  have  a  large  group,  several  hand  wrestling 
contests  can  be  going  on  at  the  same  time. 
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JOUSTING 

In  days  of  old,  knights  used  to  joust  with  spears  on 
horseback.  This  jousting  contest  for  any  number  of  boys 
can  be  held  indoors  or  outdoors,  but  you  don't  need 
spears  or  horses. 

The  players  line  up  in  two  teams  with  the  same  num- 
ber of  players.  Each  player  gets  two  tablespoons  and  one 
potato.  The  spoons  should  all  be  the  same  size.  The 
potatoes  should  be  small.  Each  boy  puts  his  potato  on 
one  spoon  and  carries  it  in  one  hand  while  he  keeps 
the  other  spoon  empty  in  his  other  hand.  The  empty  one 
is  the  jousting  spoon.  Each  boy  jousts  with  one  boy 
at  a  time  from  the  opposing  team. 

The  way  you  joust  is  to  try  to  knock  off  your  oppon- 
ent's potato  with  your  spoon.  At  the  same  time,  you 
must  protect  your  own  potato. 

The  player  whose  potato  falls  to  the  ground  first  is 
out.  The  winner  then  may  joust  with  a  winner  from  the 
opposing  team.  Players  from  each  team  joust  until  one 
team  has  no  one  left  to  joust.  Then  that  team  is  the  loser, 
and  the  other  team  wins. 

If  there  are  5  or  less  players  you  can  have  a  jousting 
free-for-all.  This  is  played  without  teams.  Each  player 
jousts  with  any  boy.  The  last  player  left  with  a  potato 
in  his  spoon  is  the  winner. 
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OVER  THE  LINE 

Two  boys  at  a  time  (or  two  teams)  can  test  their 
strength  in  this  pulling  contest.  It  can  be  played  in  a 
gym  or  outdoors. 

Mark  on  the  floor  or  ground  two  parallel  goal  lines 
20  feet  apart.  Two  boys  start  by  facing  each  other 
exactly  midway  between  the  two  goal  lines.  At  a  signal, 
each  player  grabs  the  other's  wrists,  and  tries  to  pull  him 
back  across  his  own  goal  line.  If  he  succeeds,  he  gets 
one  point.  The  first  player  to  pull  his  opponent  over  the 
goal  line  two  out  of  three  times  wins. 

If  you  are  playing  as  teams,  first  choose  sides  and 
the  score  can  be  kept  by  teams.  A  boy  from  one  team  is 
matched  against  one  boy  from  the  other  team.  The  boys 
should  be  matched  for  equal  strength.  Don't  let  a  little 
fellow  try  to  pull  a  heavyweight  either. 

If  a  boy  pulls  his  hand  loose,  then  both  must  go  all 
the  way  back  to  the  center  and  start  again.  So  hold  tight 
when  you  get  your  opponent  near  your  goal  line. 
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JET  PLANE 

Here's  a  stunt  you  can  play  indoors  that  is  really 
exciting.  It  will  bring  you  many  laughs  as  well. 

Divide  your  group.  You  must  choose  at  least  4  flyers 
—  the  rest  of  the  boys  become  riders.  The  riders  must 
leave  the  airport  room  while  the  flyers  get  the  plane 
ready  for  the  big  flight.  They  cannot  come  back  into  the 
airport  until  it  is  their  turn  to  ride. 

Meanwhile,  the  flyers  make  the  jet  plane  by  taking 
any  flat  board  about  the  size  of  an  ironing  board,  and 
placing  it  on  a  few  blocks  of  wood  or  bricks.  The  board 
just  has  to  be  a  little  bit  above  the  floor. 

Then,  the  first  rider  is  blindfolded  and  led  into  the 
airport.  The  flyers  lift  him  carefully  onto  the  plane.  One 
of  the  flyers  pretends  to  strap  the  rider's  feet  to  the  plane. 
All  the  flyers  then  make  the  sound  of  a  jet  plane.  And  the 
plane  takes  off! 

The  plane  actually  rises  up.  Each  of  the  4  flyers 
takes  hold  of  a  corner  of  the  board  and  raises  it  —  but 
not  more  than  2  feet  above  the  floor.  The  board  must  be 
kept  level,  so  the  rider  can  stay  on.  He  may  put  his  hands 
on  the  flyers'  shoulders  for  support.  The  plane  zooms 
along  through  the  clouds  ( around  the  room )  as  the  flyers 
walk  slowly.  One  of  the  flyers  (the  pilot)  can  make  up 
and  tell  a  story  about  what  he  sees  on  the  flight. 

Then  suddenly,  the  pilot  announces  there  is  engine 
trouble,  and  the  rider  will  have  to  bail  out.  The  plane 
starts  coming  down.  (At  this  point,  the  flyers  must  lower 
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The  "jet  plane'  has  just  taken  off  from  the  airport 
for  an  exciting  ride. 
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the  board  until  it  is  about  2  or  3  inches  from  the  floor. ) 
The  rider  puts  on  his  parachute  (make-believe)  and 
must  no  longer  hold  onto  the  flyers'  shoulders.  The  flyers 
call  out:  "Bail  out!"  and  the  rider  has  to  stand  up  and 
jump.  The  blindfolded  rider  may  be  frightened  if  he 
thinks  he  is  jumping  6  feet  or  more,  but  of  course  it  is 
only  a  few  inches.  The  rider  lands  safely,  when  he  jumps, 
and  then  he  joins  the  flyers. 

The  next  rider  is  blindfolded  and  led  into  the  airport 
for  his  jet-plane  ride.  And  so  it  continues  until  all  have 
rides. 

THE  HAT  STUNT 

The  two  boys  playing  the  Hat  Stunt  each  wear  a  hat. 
When  one  boy  ("A")  makes  a  motion,  the  other  boy 
("B")  does  the  opposite.  For  example,  player  "A"  holds 
his  hat  up  in  the  air.  Then  player  "B"  must  hold  his  hat 
down  close  to  the  floor.  If  "A"  takes  his  hat  off,  then  "B' 
must  put  his  on.  If  "A"  sits  down,  "B"  must  stand  up. 
If  "A"  scratches  his  head,  "B"  scratches  his  foot,  and  so 
on.  If  the  players  are  good,  the  action  will  be  quite  fast, 
and  it  will  look  like  a  comical  dance. 

If  "B"  doesn't  do  the  opposite  motion  five  times,  "A" 
wins.  If  "B"  does  the  opposite  motion,  five  times,  "B" 
wins.  Only  two  boys  at  a  time  should  play,  while  the 
others  watch.  Then  two  more  have  a  chance  to  play, 
until  everyone  gets  a  turn.  Each  stunt  should  take  just 
about  three  minutes. 
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ROOSTER  FIGHT 

For  the  rooster  fight  each  boy  squats  and  grabs  his 
ankles.  While  in  this  position  the  players  try  to  upset 
each  other,  but  only  by  using  their  shoulders  and  backs. 
Hands  cannot  be  used,  as  they  must  not  be  removed 
from  the  player's  ankles. 

The  free-for-all  takes  place  inside  a  marked  circle, 
with  from  8  to  20  boys  playing  at  a  time.  If  you  play 
in  a  gym,  use  chalk  to  mark  a  circle  about  10  feet  across. 
If  you  play  it  outdoors,  mark  a  circle  of  the  same  size  on 
the  ground  with  a  sharp  stone. 

If  anyone  moves  or  is  pushed  outside  of  the  marked 
circle,  he  is  out  of  the  game.  And  any  player  who  moves 
his  hands  from  his  ankles,  falls  over  by  himself  or  is 
pushed  off  balance,  is  also  out.  Sometimes  a  whole  row 
of  players  will  fall,  one  after  the  other.  This  is  usually 
very  funny. 

The  last  one  to  remain  squatting  is  the  winner. 
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SALTY  WHISTLE  RACE 

Have  you  ever  tried  to  whistle  with  your  mouth  full? 
Here  is  a  whistle  race  which  is  lots  of  fun. 

For  equipment  you  will  need  as  many  salty  soda 
crackers  as  you  have  boys.  Any  number  can  take  part 
in  this  race,  but  only  two  boys  play  at  a  time.  You  can 
race  indoors  or  outdoors. 

Choose  two  teams,  line  them  up  side  by  side  with 
the  teams  facing.  At  a  signal  the  first  boy  of  each  team 
starts  eating  his  cracker.  When  he  finishes  eating  he  must 
whistle  the  first  few  notes  of  a  tune.  Then  the  next 
player  on  his  team  eats  his  cracker  and  whistles  a  tune. 

This  goes  on  until  all  the  players  on  a  team  have  had 
a  chance  to  eat  a  salty  cracker  and  whistle  a  tune.  The 
first  team  to  finish  wins.  Sometimes  it  is  a  good  idea  to 
have  a  judge  watching.  In  this  way,  everyone  is  certain 
that  the  tunes  have  been  whistled. 
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TABLE  WRESTLE 

This  is  an  indoor  contest  between  two  boys  to  test 
strength. 

The  boys  sit  down  facing  each  other  on  two  chairs 
with  a  small  sturdy  table  in  between.  The  table  should 
be  small  enough  so  when  the  boys  sit  and  reach  across, 
they  can  easily  touch  each  other's  shoulders. 

The  boys  place  their  right  elbows  squarely  on  the 
table  with  their  forearms  and  wrists  straight  up.  They 
clasp  hands.  At  a  signal,  they  try  to  turn  each  other's 
wrist  down  until  it  touches  the  table. 

As  soon  as  one  boy  forces  the  other  boy's  wrist  to 
the  table  the  contest  is  over.  Left  hands  can  be  used  only 
to  grasp  the  chair  you  sit  on,  not  the  table. 

A  left-handed  boy  should  be  matched  with  another 
left-handed  boy. 
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CHINESE  GET-UP 

Chinese  Get-up  can  be  played  indoors  or  outdoors. 
It  is  a  very  skillful  stunt  which  takes  lots  of  practice, 
and  is  especially  suited  for  11  and  12  year-olds.  Players 
should  wear  rubber-soled  shoes  or  gym  shoes  in  order  to 
get  a  good  grip  on  the  ground. 

Two  players  sit  back  to  back  with  their  arms  folded 
over  their  chests.  Then  at  a  signal,  each  boy  tries  to 
stand  up  while  still  keeping  his  arms  folded.  The  first 
boy  to  do  this  wins.  The  trick  to  winning  is  to  push  up 
against  the  other  player.  The  boy  who  does  this  first  has 
the  advantage.  Sometimes  a  player  with  a  better  sense 
of  balance  can  win  over  a  stronger  player. 

Several  pairs  of  boys  in  a  group  can  try  this  stunt  at 
the  same  time.  Then  the  winners  can  be  matched  with 
each  other,  and  a  final  winner  chosen. 
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BIKE  PARALLEL 

If  you  can  ride  a  bike,  here  is  a  good  stunt.  First, 
draw  on  the  pavement  two  lines  side  by  side,  three  feet 
apart  and  75  feet  long.  It  is  best  to  have  two  boys  draw 
the  lines.  They  can  take  a  piece  of  string  3%  feet  long, 
and  tie  a  stick  of  chalk  to  each  end.  Then  while  keeping 
the  string  tight,  the  two  boys  walk  in  a  straight  line  and 
draw  the  chalk  lines.  One  end  of  the  line  is  the  start 
and  the  other  end  is  the  finish. 

Then  each  rider  gets  on  a  bike  and  sees  how  fast  he 
can  ride  between  the  lines  without  crossing  them. 
Another  game  can  be  to  see  how  slowly  he  can  ride  — 
this  is  harder  —  without  touching  the  lines.  One  of  the 
boys  should  use  a  watch  or  clock  to  time  the  riders  to 
see  who  goes  the  fastest  in  the  "speed  parallel"  and  who 
goes  slowest  in  the  "slow  parallel." 
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ANTELOPE  RACE 

For  this  race  to  be  successful,  all  the  boys  on  a  team 
must  work  closely  together.  Two  or  more  teams  can 
race,  either  in  a  gym  or  outside.  Each  team  should  have 
three  or  more  boys. 

Players  on  each  team  line  up  one  behind  the  other  at 
a  starting  line.  They  face  a  distance  line,  about  50  yards 
away.  Each  player  except  the  leader  of  a  team  puts  both 
hands  on  the  belt  or  waist  of  the  player  in  front  of  him. 

At  a  starting  signal,  each  team  runs  all  together  to 
the  distance  line,  with  every  player  holding  on  to  the 
belt  of  the  player  ahead  of  him.  At  the  distance  line, 
each  team  turns  left  and  heads  back  to  the  starting  line. 
The  first  team  to  cross  the  starting  line  with  all  its  players 
together  wins.  If  someone  falls  or  lets  go  his  hold,  his 
team  is  out  of  the  race. 

The  contest  can  be  run  several  times. 
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HOMEMADE  QUOITS 

This  game  of  skill  can  be  played  indoors  or  outdoors 
with  a  group  of  3  to  12  boys.  You  will  need  at  least  10 
fruit  jar  rings  made  of  rubber  and  either  an  old  kitchen 
stool,  or  a  clothesline  and  clothespins.  If  you  use  the 
chair  or  stool,  turn  it  upside  down  on  the  floor  so  that  you 
toss  the  rings  over  the  legs. 

If  you  use  the  clothesline,  stretch  it  across  your  play- 
ing space,  and  tie  the  ends  so  that  the  rope  is  about  3 
feet  high.  Then  put  several  clothespins  on  the  rope. 
These  will  act  just  as  well  as  targets  to  toss  the  rings  on. 

Your  throwing  distance  should  be  about  10  feet. 
Make  a  line  10  feet  from  the  targets  and  have  the  players 
stand  behind  the  line.  Each  player  in  turn  is  given  all 
the  rings.  He  tries  to  get  rings  on  each  leg  of  the  chair, 
or  each  clothespin.  For  every  time  he  circles  a  target  he 
gets  one  point.  He  tosses  until  he  has  used  all  the  rings. 

The  contest  continues  until  each  player  gets  at  least 
one  turn.  The  player  who  finishes  with  the  highest 
score  wins. 
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BUZZ  BUZZ 

Three  boys  at  a  time  play  this.  It  is  lots  of  fun  to 
watch,  too.  The  three  players  first  stand  side  by  side, 
facing  the  same  way.  Then  they  stretch  their  legs  wide 
apart,  so  that  the  middle  boy's  feet  touch  the  nearest 
foot  of  each  of  the  other  two  boys. 

Each  end  player  places  his  "outside"  hand  over  his 
opposite  ear,  that  is,  the  ear  which  is  closest  to  the  middle 
player.  This  makes  the  outside  players  keep  their  heads 
turned  away  from  the  middle  player,  and  they  cant 
see  him. 

The  middle  boy  puts  on  an  old  hat.  Then  he  says: 
"Buzz-buzz"  and  at  the  same  time  lightly  touches  the 
"outside"  hand  which  is  over  the  ear  of  one  of  the  end 
boys.  The  end  player  who  was  touched  can  now  swing 
his  other  hand  behind  him  and  try  to  knock  off  the  middle 
players  hat  — without  being  able  to  look  at  him,  of 
course. 

The  middle  player  can  duck  his  head  and  squirm 
around,  but  must  keep  his  feet  in  place.  If  his  hat  is 
knocked  off,  the  player  who  knocked  it  off  gets  in  the 
middle,  and  a  new  end  player  is  chosen  to  take  his  place. 

If  the  end  players  cant  knock  off  the  middle  boy's 
hat  after  several  tries,  they  must  give  up  and  let  the  mid- 
dle boy  "buzz"  two  other  end  players. 

The  middle  player  must  always  be  ready  to  duck, 
and  the  end  players  should  be  fast  and  try  to  surprise 
him. 
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With  one  hoy  swinging  and  one  boy  ducking,  Buzz  Buzz 
is  great  fun  to  play,  and  just  as  amusing  for  an  audience 

to  watch. 
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INDIAN  WRESTLE 

An  Indian  wrestle  should  always  take  place  on  soft 
grass  (or  on  a  gym  mat,  if  played  indoors). 

Two  boys  lie  down  on  their  backs,  right  side  next  to 
right  side,  and  heads  in  opposite  directions.  They  then 
lock  their  right  ( inside )  arms.  When  the  signal  is  given, 
they  lock  their  right  legs.  Then  the  contest  is  on. 

Each  player  uses  all  his  strength  and  skill,  and  tries 
to  roll  his  opponent  over.  The  player  who  rolls  his 
opponent  over  first,  wins.  Sometimes  your  legs  may  be- 
come unlocked.  If  this  happens,  you  must  wait  for 
another  signal  to  lock  them  again  and  the  match 
continues. 

Several  contests  can  be  held  at  the  same  time.  Just 
be  sure  the  matches  are  far  enough  away  from  each  other 
so  no  one  gets  kicked. 
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HUMAN  TUG  OF  WAR 

Usually  a  tug  of  war  is  played  with  a  rope.  Well, 
this  one  is  played  without  a  rope,  but  with  boys!  It  can 
be  played  outdoors  or  in  a  gym,  with  from  10  to  20  boys. 

Divide  the  players  into  two  equal  teams  and  draw  a 
line  across  the  center  of  the  field  or  floor.  The  teams 
then  each  line  up  in  single  file,  one  boy  behind  the 
other.  The  teams  face  each  other,  each  team  on  its  own 
side  of  the  center  line.  Then,  each  player  takes  hold  of 
the  waist  of  the  player  in  front  of  him.  The  head  boys 
on  each  team,  facing  each  other  across  the  center  line, 
also  grasp  each  other  around  the  waist. 

At  the  starting  signal,  each  team  tries  to  pull  the 
opposing  team  over  the  goal  line.  The  team  that  first 
pulls  the  entire  opposing  team  (including  the  end  boy) 
over  the  center  line,  wins. 

If  the  teams  are  equal  in  weight,  the  human  tug  of 
war  can  see-saw  back  and  forth  quite  a  lot  until  one 
team  gets  tired. 
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STEEPLECHASE 

You'll  need  to  collect  a  number  of  different  objects 
for  Steeplechase,  a  game  which  can  be  played  indoors 
or  outdoors  with  any  number  of  boys.  First  get  some 
things  of  different  sizes  and  shapes.  Choose,  for  instance, 
a  mirror,  a  milk  bottle,  a  large  saucepan,  a  stool,  a  pail 
of  water,  some  eggs,  a  table,  and  so  on.  Place  them  on 
the  floor  in  one  line  with  space  between  the  objects. 

Now  choose  half  of  the  boys  in  the  group  and  let 
them  take  turns  walking  over  the  pan  of  water,  around 
the  mirror  and  stool,  under  the  table  and  carefully  over 
the  eggs.  Then,  give  them  a  chance  to  study  the  order 
of  the  objects,  and  point  out  that  they  will  have  to  do 
the  same  thing  blindfolded.  Now,  put  all  the  boys  in  this 
group  in  another  room,  and  have  them  come  in  one  at 
a  time.  Only  after  one  boy  has  finished  should  another 
boy  be  led  into  the  room,  blindfolded. 

Now,  just  before  a  blindfolded  player  is  brought  into 
the  room,  all  the  objects  should  be  quickly  and  quietly 
removed  by  the  other  boys.  The  blindfolded  boy  then 
begins  to  walk  the  "Steeplechase." 

Boys  on  the  sidelines  may,  very  seriously,  call  out 
directions,  such  as,  "Watch  that  bucket  of  water,"  "Step 
higher,"  or  "Now,  duck,  the  table  is  next,"  or  "Don't 
break  those  eggs." 

The  comedy  is  in  watching  the  boys  step  high  and 
carefully  over  and  around  nothing.  They  crawl  where 
they  think  the  table  is,  and  carefully  pull  in  their  heads 
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to  keep  from  bumping  it.  All  the  time  they  are  supposed 
to  think  they  are  really  doing  a  good  job  in  walking  the 
"Steeplechase"  course.  Cheer  them  on!  And  watch  the 
fun! 


HAND  PUSH 

The  hand  push  can  be  played  anywhere  by  two 
boys.  First,  one  boy  stands  with  his  feet  together  and 
arms  outstretched.  Another  boy  stands  opposite  him  in 
the  same  position,  so  that  the  palms  of  his  hands  touch 
the  palms  of  the  first  boy. 

Then  both  players,  with  palms  touching,  begin  slowly 
to  count,  "One  —  two  —  three."  As  soon  as  they  say 
"three"  they  try  to  push  each  other  off  balance,  just  with 
the  palms  of  their  hands.  Of  course,  the  player  with 
more  strength  can  usually  push  his  opponent  over.  How- 
ever, this  can  become  a  very  skillful  contest  with  one 
player  pretending  to  push  and  then  suddenly  stopping. 
In  this  way,  the  other  player  may  lose  his  balance. 

You  may  spread  your  hands  apart  when  pushing,  but 
you  may  not  drop  your  hands  to  your  sides.  The  first 
player  to  lose  his  balance  and  fall,  or  lose  his  footing  is 
out.  Then  the  other  player  is  the  winner. 
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TRACK  MEET 

For  track  events  you  will  need  a  large  outdoor  play- 
ing space,  such  as  a  school  yard,  a  park,  or  a  camp  area. 
From  6  to  20  boys  can  take  part  in  these  events  at  one 
time  without  having  to  wait  too  long  for  a  turn. 

Divide  the  players  equally  into  two  teams.  One  boy 
should  be  chosen  as  the  judge  to  mark  down  the  scores 
each  player  makes.  Scores  for  the  events  are:  First 
Place  —  5  points;  Second  Place  —  3  points;  Third  Place 
—  1  point.  Scores  should  be  kept  for  each  event  and 
then  added  up  at  the  end  of  the  track  meet.  The  team 
with  the  highest  score  wins.  Each  event  may  be  played 
separately  as  a  contest,  or  all  of  them  can  be  put  on  as 
a  track  meet. 

50-Yard  and  100-Yard  Dashes 

In  a  large  area,  mark  off  a  starting  line;  a  line  50 
yards  away;  and  a  third  line,  50  yards  beyond  that,  or 
100  yards  from  the  starting  line.  Put  strings  across  the 
finish  lines.  For  the  50-yard  dash  the  two  teams  line  up 
behind  the  starting  line.  At  a  given  signal  all  players 
run  to  the  finish  line  50  yards  away.  The  runners  who  get 
to  the  finish  line  first,  second  and  third  get  points  for 
their  teams. 

Then  the  two  teams  of  boys  line  up  at  the  starting 
line  and  race  to  the  100-yard  line.  The  judges  must  be 
alert  to  spot  the  first,  second  and  third  to  finish.  Scores 
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are  kept  for  this  race,  too.  If  you  have  more  than  10  boys, 
divide  each  dash  into  two  parts  (or  "heats")  and  then 
add  up  the  scores. 

High  Jump 

The  best  place  for  a  high  jump  is  on  a  grassy  level 
spot  where  you  can  jump  into  a  sand  pile  or  sand  pit. 
If  you  don't  have  any  sand,  just  soft  grass  will  do. 

Stand  two  straight  poles,  about  5  feet  high,  in  the 
ground.  Place  them  about  7  feet  apart.  Tie  a  rope  be- 
tween them.  At  first  have  the  rope  at  about  2  feet  above 
the  ground,  but  then  keep  moving  it  up  the  poles.  Mark 
off  the  poles  at  2  feet,  2%  feet,  3  feet,  334  feet,  4  feet, 
4&  feet, A)i  feet,  and  so  on.  Each  boy  should  get  a  chance 
to  jump  over  the  rope  at  the  first  level.  If  a  boy  misses,  or 
touches  the  rope  in  going  over,  he  may  have  one  more 
chance  to  make  it.  If  he  fails  a  second  time,  he  drops 
out.  After  each  boy  has  jumped,  the  rope  is  raised  to  the 
next  level.  The  contest  continues  till  only  three  boys  are 
left.  The  first  of  these  three  boys  to  miss  gets  Third 
Place,  the  next  boy  gets  Second  Place,  and  the  last  boy 
wins  First  Place. 

Running  Brood  Jump 

For  this  event  a  sand  pile  or  pit  or  soft  ground  is 
also  best  to  jump  into.  Set  a  take-off  mark  about  10  feet 
from  the  sand.  Each  player  gets  a  running  start  of  about 
25  feet,  and  at  the  take-off  mark  must  leap  into  the  air 
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as  far  forward  as  he  can  from  the  mark.  (It  is  not 
necessary  to  jump  high  in  the  air.)  The  judge  watches 
the  heel  of  the  last  foot  and  measures  this  distance. 
After  every  boy  has  jumped  twice  the  3  boys  who 
jumped  the  farthest  receive  first,  second  and  third  place. 
(The  best  jump  of  each  boy  counts —  not  the  total 
or  average  jump.) 

Standing  Broad  Jump 

This  event  is  the  same  as  running  broad  jump,  except 
the  contestants  do  not  run.  They  stand  with  their  toes 
at  the  take-off  line  with  both  feet  together  and  must 
leap  forward.  The  three  that  leap  the  farthest  from  the 
take-off  line  are  the  winners.  The  distance  is  measured 
from  the  take-off  mark  to  the  heel  of  the  last  foot. 

Volley  Ball  Throw 

This  is  a  contest  to  see  who  can  throw  a  volley  ball 
the  farthest  from  the  starting  line.  The  boys  take  turns. 
They  may  stand  directly  back  of  the  line  and  throw,  or 
start  5  or  6  feet  behind  the  line  and  then  run  and  throw 
the  ball  before  they  cross  the  line.  The  judge  measures 
each  throw  and  the  boy  who  throws  the  farthest  distance 
wins,  next  farthest  is  second  place  and  so  on. 
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TEAM  RELAYS 


For  most  boys,  relays  are  a  favorite  form  of  group 
games.  The  relays  here  are  athletic  and  encourage  team 
spirit.  They  have  a  great  deal  of  variety,  and  most  of 
them  can  be  played  outdoors  or  in  a  gym. 


THREE-LEGGED  RACE 

This  exciting  race  has  been  played  for  hundreds  of 
years  by  boys  the  world  over.  You  can  play  in  a  gym  or 
outdoors.  It's  best  to  divide  your  group  into  two  or  three 
teams.  Players  are  paired  off  two  by  two  —  try  to  match 
up  partners  of  the  same  height. 

Then,  with  the  partners  facing  in  the  same  direction, 
tie  their  two  adjoining  legs  together  with  a  soft  rope  or 
rag.  The  two  legs  will  have  to  act  as  one  leg  in  the  race, 
and  the  two  boys  will  have  three  legs  between  them.  It 
is  a  good  idea  to  practice  running  this  way  a  few  minutes 
before  the  relay  starts. 

Mark  a  distance  line  about  50  feet  away.  The  first 
pair  on  each  team  line  up  at  a  starting  line.  At  a  signal 
they  run  to  the  distance  line,  touch  it,  and  return,  tag- 
ging off  the  second  pair.  The  second  pair  run  to  the 
distance  line,  touch  it,  and  return,  tagging  off  the  next 
pair,  and  so  on  until  each  pair  on  a  team  have  a  chance 
to  run.  The  first  team  to  finish  wins. 
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JUMPING  STICK  RELAY 

This  relay  can  be  run  in  any  large  room  or  gymnasium 
or  outdoors.  A  dozen  or  more  boys  may  play.  Choose 
sides,  so  that  you  have  6  or  more  boys  on  each  team. 
The  game  is  most  fun  when  there  are  a  great  many  boys 
and  large  teams. 

Before  you  start,  you  will  need  two  or  more  smooth 
straight  sticks  about  4  feet  long,  one  stick  for  each  team. 
(You  may  use  jumping  ropes  instead  of  sticks,  if  you 
want. ) 

The  teams  line  up.  The  first  player  takes  one  end  of 
the  stick  in  his  hand.  At  the  starting  signal,  the  first 
player  of  each  team  turns  around  and  hands  the  other 
end  of  his  stick  to  the  player  behind  him.  Then,  with 
each  holding  an  end  of  the  stick  just  a  few  inches  from 
the  ground,  they  walk  or  run  with  it  towards  the  back 
of  the  line.  The  other  players  on  the  team  must  jump 
over  the  stick  as  it  reaches  them. 

After  the  last  boy  in  line  has  jumped  over  the  stick, 
the  boy  who  was  first  in  line  stays  at  the  end  of  the 
line.  The  boy  who  was  second  takes  the  stick  up  to  the 
head  of  the  line  again  and  gets  the  next  boy  to  be  his 
partner. 

These  two  boys  now  carry  the  stick  down  their  line, 
with  each  player  jumping  over  it.  The  second  boy  then 
stays  at  the  end,  and  his  partner  goes  on  with  the  stick, 
as  before.  Each  member  of  the  team  has  two  turns  at 
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Leap  high  over  the  stick  when  you're  jumping,  hut  don't 

hold  the  stick  too  high  when  you're  carrying  it  in  the 

Jumping  Stick  Relay. 
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carrying  the  stick  before  the  race  ends.  The  team  which 
goes  through  the  whole  line  first  wins. 

If  a  boy  trips  in  jumping  over  the  stick,  he  must  jump 
again  until  he  leaps  cleanly  over  it.  The  carriers  must  be 
careful  not  to  hold  the  stick  too  high  if  they  want  their 
team  to  win  the  race. 


LEMON  TWIST 

If  there  are  8  or  more  boys  in  your  group  you  have 
enough  players  for  Lemon  Twist.  This  relay  can  be 
played  indoors  or  out.  Get  one  lemon  and  one  pencil  or 
stick  for  each  team. 

The  object  of  the  game  is  to  push  the  lemon  with 
the  pencil  or  stick  to  a  marked  line  or  wall  about  20 
feet  away.  Then  the  lemon  must  be  pushed  back  to  the 
starting  line. 

The  first  boy  on  each  team  starts.  After  he  has  pushed 
the  lemon  to  the  line  and  back,  he  gives  the  pencil  to 
the  next  player  in  line.  This  player  must  then  push  the 
lemon  to  the  line  and  back.  This  goes  on  until  everyone 
has  had  a  turn.  The  first  team  to  finish  wins. 

This  game  isn't  as  easy  as  it  sounds.  The  lemon  will 
twist  and  turn  and  often  go  the  wrong  way.  After  a  while 
you  will  get  the  knack  of  it,  and  push  at  just  the  right 
speed.  It's  lots  of  excitement. 
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BLACKBOARD  RELAY 

From  6  to  40  boys  can  play  Blackboard  Relay.  It  is 
especially  good  in  a  room  that  has  blackboards  in  it,  such 
as  a  school  room,  but  you  can  play  at  home,  too,  with 
a  large  sheet  of  paper  on  a  wall. 

Divide  the  group  into  two  or  more  teams.  Line  up  a 
distance  away,  facing  the  blackboard  or  sheet,  and  give 
the  first  player  in  each  line  a  piece  of  chalk  ( or  pencil ) . 

At  a  signal  the  first  player  of  each  team  runs  to  the 
board,  writes  down  a  word,  returns  to  his  line,  and  gives 
the  piece  of  chalk  to  the  second  player,  without  talking. 

The  second  boy  runs  to  the  board  and  writes  down 
another  word,  either  in  front  of  or  after  the  first  word. 
Then  the  third  boy  does  the  same  thing,  and  so  on,  until 
each  player  has  had  a  turn.  But  remember  that  your  team 
must  end  with  a  complete  sentence  in  order  to  win. 
And  you  cant  write  words  in  between. 

Be  sure  to  have  a  clear  space  between  teams  and 
blackboards,  so  remove  all  chairs  and  desks  that  may  be 
in  the  way.  Another  important  thing  to  watch  is  that  your 
writing  is  clear.  Then  the  other  members  of  your  team 
wont  have  to  take  time  to  figure  out  what  your  word  is. 
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WHEELBARROW  RACE 

You  need  lots  of  space  for  the  Wheelbarrow  Race. 
So  it  is  best  to  play  it  outdoors,  and  on  grass.  You  should 
have  an  equal  number  of  players,  and  not  less  then  8 
on  each  team.  You  can  have  as  many  teams  as  you  like, 
but  be  sure  you  have  enough  boys. 

The  boys  on  each  team  pair  off.  One  boy  becomes 
the  wheelbarrow,  and  the  other  helps  him  along.  The 
wheelbarrow  walks  on  his  hands,  while  the  partner 
holds  up  his  ankles.  At  the  starting  line  each  team  gets 
together.  A  distance  line  is  marked  off  40  feet  away. 
Then  at  a  signal  each  pair  of  boys  race  to  the  distance 
line  and  touch  it.  Then  the  wheelbarrow  becomes  the 
driver,  and  the  boy  who  helped  him  becomes  the  wheel- 
barrow. In  that  way,  they  return  to  their  team. 

As  soon  as  each  pair  get  back  to  the  starting  line,  the 
next  pair  on  each  team  start  off.  The  first  team  to  finish 
wins.  It  will  help  you  to  do  a  little  practicing  before  the 
race  begins. 
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CIRCLE  LEAP  FROG 

This  is  a  gym  or  outdoor  game  for  10  to  40  boys. 
Divide  the  group  into  several  teams  of  equal  number. 

Each  team  forms  a  circle.  The  boys  in  the  circle 
must  stand  front  to  back,  an  arm's  length  away  from 
each  other.  Then  at  a  starting  signal,  the  leader  of  each 
team  begins  to  leap  frog  over  the  others  on  that  team. 
The  others  bend  over  and  place  hands  on  knees  so  that 
he  can  leap  frog  over  them. 

When  the  leader  goes  all  around  the  circle  and  returns 
to  his  original  spot,  he  taps  the  boy  in  front  of  him.  That 
boy  then  has  a  turn  to  leap  frog  over  all  the  others  in 
the  circle.  When  he  gets  back  to  his  place  he  taps  the 
boy  ahead  of  him.  This  goes  on  until  each  player  on 
each  team  gets  a  chance  to  leap  over  the  others.  The 
first  team  to  finish  wins. 
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TYING  THE  PACKAGE 

Here's  a  funny  relay  that  can  be  played  either  indoors 
or  outdoors.  You'll  need  two  teams  with  4  or  more  boys 
on  each  team.  You  will  also  need  a  ball  of  soft  string  for 
each  team.  Be  sure  that  each  ball  contains  the  same  length 
of  string. 

The  boys  on  each  team  line  up  side  by  side,  and  the 
two  teams  face  each  other.  The  first  boy  on  each  team 
is  given  a  ball  of  string.  Then,  at  a  starting  signal,  the 
first  boy  holds  on  to  the  end  of  the  string  and  hands  the 
ball  to  the  next  boy.  The  next  boy  holds  on  to  the  string, 
and  unwinds  enough  so  that  he  can  pass  the  ball  along 
to  the  boy  next  to  him.  The  ball  is  handed  along  the  line, 
unrolling  as  it  goes. 

When  the  ball  of  string  gets  to  the  boy  at  the  far  end 
of  the  line,  he  hands  the  ball  behind  his  back  to  the  next 
to  last  boy.  The  ball  is  then  passed,  behind  the  boys, 
with  each  boy  holding  on  as  best  he  can,  till  the  ball  gets 
to  the  front  of  the  line  again.  The  first  boy  pulls  the 
string  around  to  the  front  again,  and  starts  handing  the 
ball  along  towards  the  end  of  the  line  again. 

You  see  what  is  happening,  don't  you?  The  teams 
are  getting  wrapped  up  by  the  string.  The  first  team  to 
get  wrapped  up  and  use  all  the  string  wins. 

Now  you  can  have  an  untying  relay  with  the  same 
rules,  as  each  team  tries  to  untie  itself  first. 
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DIZZY  BAT  RELAY 

If  you  get  dizzy  in  this  race,  that's  just  part  of  the 
fun. 

Any  number  of  boys  can  play  this,  either  in  a  gym 
or  outdoors.  Divide  your  group  into  two  or  more  teams. 
Mark  off  a  distance  line  50  feet  from  the  starting  line. 
When  the  teams  line  up,  give  each  team  a  baseball  bat, 
which  the  leader  must  place  at  the  distance  line  in  front 
of  each  team. 

At  a  starting  signal,  the  first  boy  on  each  team  runs 
to  the  distance  line  where  he  picks  up  his  bat.  He  stands 
one  end  of  the  bat  firmly  on  the  ground,  and  places  the 
other  end  against  his  forehead.  In  this  position,  he  must 
run  around  the  bat  three  times.  Then  he  drops  the  bat 
and  races  back  to  the  starting  line  where  he  tags  the  next 
player. 

The  next  boy  repeats  the  same  actions.  Each  player 
has  a  turn  to  run  around  the  bat  and  return  to  the  start- 
ing line.  The  first  team  to  finish  wins. 
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KICK  THE  STICK 

This  outdoor  game,  which  is  taken  from  an  old 
American  Indian  race,  can  be  fun  for  6  to  40  players. 

Divide  the  players  equally  into  two  teams.  Each 
team  should  find  a  crooked  stick  about  12  inches  long. 
Then  the  teams  line  up  behind  a  mark. 

A  signal  is  given  and  the  first  player  on  each  team 
starts  kicking  his  team's  stick  to  a  goal  about  50  feet 
away  from  the  starting  line. 

After  each  boy  kicks  the  stick  to  this  line,  he  turns 
around,  and  kicks  it  back  to  the  starting  line.  As  soon  as 
he  gets  back,  the  second  man  on  his  team  starts  to  kick 
the  stick  to  the  goal  and  back.  The  game  goes  on  until 
each  player  has  kicked  the  stick  to  goal  and  back.  The 
first  team  to  finish  wins. 

Sticks  should  be  kicked  along  the  ground  and  not 
in  the  air.  After  you've  played  this  game  you  will  know 
why  the  sticks  are  supposed  to  be  crooked. 
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HORSE  TURNABOUT 

For  this  game  you  will  need  paper  bags  and  from 
12  to  30  boys.  Divide  the  group  into  teams  of  equal 
number.  Half  of  the  players  on  each  team  will  be  "horses" 
and  half  will  be  "riders."  Horses  and  riders  walk  a  course 
of  about  50  feet. 

Each  team  lines  up  at  the  starting  line.  The  first  horse 
of  each  team  takes  a  good  look  at  the  course.  Then  the 
horse  puts  a  large  paper  bag  over  his  head.  The  rider  for 
each  horse  is  a  second  boy  who  doesn't  ride  but  acts  as 
a  guide. 

At  a  starting  signal,  each  horse  is  turned  around  three 
times  before  he  starts  the  course.  The  horse  and  rider 
must  go  all  the  way  to  the  goal  line,  50  feet  away,  and 
then  return  to  their  team.  Each  rider  walks  behind  his 
horse  and  helps  him  by  giving  him  directions.  The  rider 
cannot  touch  the  horse,  but  tells  him,  "Go  to  the  right," 
"More  to  the  left,"  "Straight  ahead,"  and  so  on. 

Upon  returning  to  the  starting  point  the  first  horse 
on  each  team  takes  off  his  paper  bag  and  tags  the  next 
horse.  The  new  horse  is  turned  about  three  times  and 
then  goes  off  with  his  own  rider. 

The  first  team  to  finish  the  relay  wins.  If  another  game 
is  played,  the  riders  and  horses  change  places. 
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SUPER-DUPER  POTATO  RACE 

This  potato  race  can  be  played  in  a  gym  or  outdoors. 
Before  you  start  you  will  have  to  get  two  waste  baskets 
or  bushel  baskets  and  eight  medium-sized  potatoes.  Each 
basket  should  be  at  least  large  enough  to  hold  four 
potatoes.  (Boxes  can  be  used  instead  of  baskets.) 

From  6  to  20  boys  can  play  this  game.  Divide  the 
group  into  two  teams,  and  line  up  with  one  boy  behind 
the  other.  Mark  off  a  starting  line  in  front  of  the  first 
boys.  Then  50  feet  straight  ahead  place  the  baskets  or 
boxes,  one  for  each  team.  On  the  ground  or  floor,  mark 
the  spots  where  you  will  put  the  potatoes.  ( See  diagram. ) 
The  first  potato  should  be  10  feet  from  the  starting  line, 
the  second  potato  10  feet  behind  the  first  one,  and  so  on. 

Then  at  a  starting  signal,  the  first  boy  on  each  team 
must  race  to  the  nearest  potato,  pick  it  up,  pass  by  the 
other  potatoes,  run  to  his  team's  basket  and  drop  it  in. 
Then  he  must  run  back  to  the  second  potato,  pick  it  up, 
run  to  the  basket,  and  drop  it  in.  Then  back  for  the  third, 
and  so  on.  After  the  fourth  and  furthest  potato  has  been 
dropped  into  the  basket,  he  races  back  to  his  team  and 
the  second  boy  in  line  runs. 

But  it  is  different  for  the  second  boy.  He  must  first 
race  to  the  basket  where  all  the  potatoes  are,  and  pick 
one  up.  Then  he  must  race  all  the  way  back  to  the  spot 
marked  for  the  first  potato,  and  place  the  potato  on  the 
ground  there.  Then  he  dashes  back  to  the  basket  for 
another  potato,  which  he  puts  on  the  mark  for  the  second 
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potato.  After  he  has  taken  out  the  third  and  fourth 
potatoes  and  placed  them  on  their  marks,  he  races  back 
and  touches  the  third  player. 

The  third  player  must  do  what  the  first  player  did. 
He  must  take  the  potatoes  one  at  a  time  and  place  them 
in  the  basket.  The  fourth  player  does  what  the  second 
player  did,  that  is,  he  takes  the  potatoes  out  of  the  can 
one  at  a  time  and  puts  them  back  on  their  marks.  The 
game  goes  on  until  one  team  finishes.  And  that  team  wins. 
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CIRCLE  RACE 

From  16  to  24  boys  can  play  this  game  in  a  gymna- 
sium or  outdoors.  Divide  the  group  into  two  or  more 
teams. 

Boys  on  each  team  hold  hands  and  form  a  circle. 
Instead  of  facing  in,  however,  the  players  face  outward, 
all  except  one  player.  He  is  the  driver  and  can  face 
inside  or  out.  A  distance  line  about  50  feet  away  is  set 
up  and  marked.  The  object  of  this  game  is  for  the  teams 
to  race  to  the  distance  line  without  breaking  the  circle. 

At  a  starting  signal,  the  race  begins,  with  the  driver 
calling  out  directions.  Some  of  the  boys  will  be  running 
backwards,  and  others  sideways,  and  the  driver  tries  to 
guide  them. 

If  the  circle  breaks,  it  must  assemble  again  at  the 
spot  where  it  broke.  After  a  team  crosses  the  distance 
line,  it  must  return  to  the  starting  line.  The  first  circle 
to  return  to  the  starting  line  wins. 

This  amusing  game  sounds  lots  easier  than  it  really 
is.  Just  try  it! 
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CRAB  AND  MONKEY  RELAY 

For  Crabs  and  Monkeys  you  need  a  large  room,  a 
gym  or  open  space  outdoors.  Any  number  of  boys  can 
play.  Divide  the  group  into  two  equal  teams. 

Mark  a  distance  line  about  30  feet  from  a  starting 
line.  The  teams  line  up  and,  at  the  starting  signal,  the 
first  player  of  each  team  walks  like  a  crab.  He  does  this 
by  walking  on  his  hands  and  feet,  with  his  feet  ahead 
of  his  hands  and  his  back  towards  the  ground. 

When  the  first  boy  reaches  the  distance  line  he  turns 
around  and  walks  like  a  monkey.  He  does  this  by  placing 
his  hands  on  the  ground  in  front  of  him.  Bending  over 
forwards,  he  walks  on  all  fours  back  to  the  starting  line. 
When  he  reaches  the  line,  the  second  player  starts  out 
with  the  crab  walk,  and  returns  from  the  distance  line 
with  the  monkey  walk.  Each  player  follows  in  order. 

The  first  team  to  finish  this  relay  wins. 
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GO  AND  GO  BACK 

Here  is  a  game  that  is  just  as  much  fun  to  watch  as 
it  is  to  play.  In  this  relay  you  have  several  teams  with 
3  to  5  boys  on  each  team.  The  more  teams  you  have  the 
better  it  is.  Try  to  divide  teams  so  that  the  boys  are 
equally  matched  as  runners.  One  boy  (not  on  a  team) 
acts  as  the  referee  and  is  given  a  whistle. 

Mark  off  a  starting  line,  and  a  goal  line  about  30 
feet  away.  Each  team  lines  up  behind  the  starting  line. 
When  the  whistle  blows,  the  first  runner  on  each  team 
starts  running  towards  the  goal  line.  As  soon  as  the  first 
boys  reach  the  goal  line,  the  referee  blows  the  whistle 
again.  At  that  moment,  all  the  boys  must  turn  and  run 
back  to  the  starting  line,  whether  or  not  they  have 
reached  the  goal.  If  a  boy  did  reach  the  goal  he  may 
touch  off  the  next  runner  on  his  team  when  he  gets  back 
to  the  starting  line.  Then  the  second  boy  starts  out  run- 
ning when  the  referee  blows  his  starting  whistle.  If  a 
boy  did  not  reach  the  goal  line,  he  must  continue  as  the 
runner  of  his  team. 

The  game  goes  on  in  the  same  way.  Each  time  the 
referee  blows  the  whistle,  after  the  fastest  runners  reach 
the  goal,  all  the  boys  running  toward  the  goal  must 
turn  and  run  towards  home. 

Those  boys  who  have  run  back  and  forth  without 
reaching  the  goal  line  must  run  until  they  do  reach  the 
goal  before  the  whistle  blows— or  else  no  one  else  on 
their  team  will  be  able  to  run.  Usually  a  slow  runner  will 

92  •  BEST  ACTION  GAMES  FOR  BOYS  • 


be  matched  against  other  slow  runners  after  a  short 
time. 

A  team  wins  when  all  the  boys  on  the  team  have  run 
to  the  goal  and  back. 
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FORTY  WAYS  OF  GETTING  THERE 

Ten  or  more  boys  can  play  this  game  outdoors  or  in  a 
gym.  Divide  the  group  equally  into  two  or  more  teams. 
The  boys  line  up  one  behind  the  other.  At  a  starting 
signal,  the  first  boy  on  each  team  runs  to  a  wall  or  to  a 
marked  line,  and  returns  to  tag  the  second  boy  in  line. 

The  second  boy  must  then  get  to  the  wall  or  line  in  a 
different  way.  If  the  first  boy  ran,  the  second  boy  cannot 
run.  He  may  hop  or  jump  or  skip.  The  third  boy  when 
tagged  may  run  backwards.  The  fourth  boy  may  hop 
and  wave  his  hands.  The  fifth  boy  may  run  or  jump  side- 
ways. The  point  is  that  each  player  must  get  to  the  wall 
and  back  again  in  a  different  way.  The  team  finishing 
first  wins. 

A  second  and  third  game  can  be  played.  To  make 
these  games  harder,  each  player  must  move  in  a  way 
that  was  not  used  in  the  other  games. 
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EASY  GAMES 


These  games  were  especially  selected  for  boys  in  the 
6-  to  8-year  group.  Older  boys  will  enjoy  them  too,  just 
as  many  of  the  games  in  other  sections  are  also  suitable 
for  6-  to  8-year  old  boys.  But  all  these  games  are  sure-fire 
favorites  and  they  are  all  simple  enough  for  younger  boys 
to  learn  quickly  and  easily. 


FROG  IN  THE  MIDDLE 

Played  indoors  or  outdoors,  the  game  is  a  favorite 
with  small  groups  of  from  3  to  6  boys. 

One  boy  is  chosen  to  be  the  "frog."  He  squats  on  the 
floor  or  ground.  All  the  other  boys  form  a  ring  around  him. 

Any  player  can  try  gently  to  push  or  pull  him.  When 
this  happens,  the  frog  tries  to  grab  that  player,  without 
rising  from  the  floor.  If  the  frog  is  able  to  grab  him,  then 
that  player  becomes  the  frog,  and  the  original  frog  takes 
a  place  in  the  ring. 

Slapping  and  hard  shoving  are  not  allowed.  Players 
must  push  or  pull  gently  and  carefully. 
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PING  PONG  BREEZE 

You  can  play  Ping  Pong  Breeze  indoors  or  outside 
(if  there  is  no  wind).  All  you  need  are  4  to  10  boys,  a 
ping  pong  ball,  and  a  smooth,  level  surface.  You  can  play 
on  a  smooth  sidewalk  or  on  a  floor.  If  you  play  it  indoors 
be  sure  to  move  the  furniture  to  the  side  of  the  room. 

Divide  the  group  into  two  teams.  Then  mark  off  the 
space  to  play  in.  It  should  be  about  20  feet  long  and  6 
feet  wide.  Mark  goals  with  string,  chalk  or  stone.  The 
goals  for  each  team  are  at  opposite  ends  of  the  20-foot 
playing  space.  Then  find  the  middle  of  the  space,  mark 
it,  and  put  a  ping  pong  ball  there.  That  will  be  the 
starting  point. 

Each  team  must  now  try  to  blow  the  ball  to  its  goal, 
and  at  the  same  time  stop  the  other  team  from  blowing 
the  ball  to  its  goal.  The  players  on  a  team  can  all  blow 
at  the  same  time  or  take  turns  blowing.  The  ball  cannot 
be  touched  by  any  player— it  can  only  be  blown.  If  the 
ball  goes  out  of  bounds,  it  is  placed  in  the  middle  of 
the  playing  space  at  a  line  where  it  went  out. 

A  team  gets  one  point  when  it  blows  the  ball  to  its 
goal.  The  first  team  to  get  5  points  wins  the  game. 
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UP  THE  STAIRS 

This  game  is  popular  where  there  are  stairs,  either 
indoors  or  out.  From  3  to  6  boys  can  play,  depending 
on  how  wide  the  staircase  is.  One  boy  is  the  leader.  He 
holds  a  stone,  a  button  or  a  coin  in  one  hand.  The  other 
players  all  sit  on  the  lowest  step. 

The  leader  holds  out  his  closed  fists,  and  each  player 
has  a  turn  to  guess  in  which  hand  the  object  is  hidden. 
After  all  players  have  had  a  chance  to  guess,  the  leader 
shows  which  hand  holds  the  object.  Those  who  guessed 
correctly  move  one  step  up.  Those  who  didn't  guess  right 
remain  sitting  where  they  are. 

Then  the  leader  again  places  the  object  in  one  hand 
and  gives  each  player  a  chance  to  guess.  This  goes  on 
as  the  boys  move  up  to  reach  the  top  of  the  stairs.  After 
they  reach  the  top,  they  start  moving  down  each  time 
they  guess  correctly.  The  first  player  to  get  to  the  top  and 
back  to  the  bottom  of  the  stairs  wins.  Then  he  acts  as 
leader. 
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LANDING  A  FISH 

You  will  need  to  prepare  for  this  race,  but  you  will 
find  it  worth  doing,  because  the  game  is  such  fun. 

From  2  to  10  boys  can  play.  You  will  need  a  string 
about  10  feet  long  for  each  player.  Stretch  the  strings 
across  the  room,  leaving  at  least  one  foot  (12  inches) 
between  the  lines.  Tie  one  end  of  each  string  to  a  heavy 
piece  of  furniture,  such  as  a  chair  or  table.  Tie  it  at  about 
shoulder  level  so  that  you  don't  have  to  stoop  as  you 
play. 

You  will  also  need  some  cardboard  or  stiff  paper. 
Cut  out  a  number  of  small  fish  shapes  (about  6  inches 
long)  from  this  paper,  one  for  each  player.  Then,  with 
your  scissors,  poke  a  hole  through  the  head  of  each  fish. 
Make  the  holes  as  small  as  possible.  Pull  the  loose  ends 
of  the  strings  through  the  holes,  and  push  the  fishes  all 
the  way  up  to  the  tied  ends  of  the  lines.  Give  each  player 
a  fish  on  a  line. 

When  the  starting  signal  is  given,  each  player  shakes 
and  dangles  the  loose  end  of  his  line,  trying  to  get  his 
fish  to  move  toward  him,  so  he  can  "land"  it.  The  boy 
who  gets  the  fish  into  his  hands  first,  without  moving 
forward,  wins  the  race. 

You  will  want  to  race  many  times,  until  you  become 
expert  at  this  game. 
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To  become  an  expert  "fisherman"  and  land  your  catch 
quickly,  you  have  to  jiggle  the  line  carefully. 
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BEAN  HUNT 

Bean  Hunt  is  a  fine  indoor  game  for  as  large  a  numbe: 
of  boys  as  you  have  room  for.  One  boy  hides  large  beans 
all  over  one  room  while  the  rest  of  the  players  are  in 
another  room.  You  can  use  dried  lima  beans  or  kidney 
beans,  or  even  small  pebbles.  Hide  them  in  different 
places,  such  as  closets,  behind  books,  under  ash  trays, 
in  bottles,  on  shelves,  and  so  on.  Be  sure  to  remove  any- 
thing valuable  or  breakable,  because  the  players  will 
move  around  quickly. 

After  the  beans  are  hidden,  all  the  boys  are  called 
into  the  room  and  told  they  have  5  minutes  to  find  the 
beans. 

When  5  minutes  are  up  everyone  counts  his  beans, 
and  the  player  with  the  most  is  the  winner.  He  then 
collects  all  the  beans  and  hides  them  for  the  next  game. 
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CRAWLING  UNDER 

Wherever  you  play  it,  outdoors  or  in  a  gym,  this 
game  is  always  amusing.  If  you  play  it  indoors,  be  sure 
you  have  enough  space,  as  you  have  to  mark  a  goal  line 
about  30  feet  away  from  the  start. 

From  10  to  30  boys  can  play.  Divide  the  group  into 
two  or  more  teams.  The  players  on  each  team  line  up, 
one  behind  the  other. 

The  first  player  on  each  team  runs  to  the  goal  line, 
and  returns  to  the  starting  line.  Then  he  gets  down  on 
I  his  hands  and  knees  in  front  of  the  next  player,  and 
I  crawls  between  the  widespread  legs  of  all  his  team- 
i  mates.  As  soon  as  he  crawls  through  the  legs  of  the  last 
\  boy,  he  raises  his  hand.  The  player  at  the  head  of  the 
|  line  now  runs  to  the  goal  line  and  back,  and  then  crawls 
through  the  legs  of  his  team. 

This  continues  with  all  the  boys  taking  a  turn  until 
the  first  boy  is  back  at  the  front  of  the  line.  The  first 
team  to  finish  wins. 
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SALUJEE 

From  8  to  25  boys  can  play  Salujee.  You  will  need  a 
knotted  towel  or  a  soft  ball  for  this  active  game.  Every- 
one forms  a  circle  and  the  player  who  is  "It"  gets  in  the 
middle. 

The  purpose  of  the  game  is  to  throw  the  knotted  towel 
from  player  to  player  without  letting  "It"  get  it.  The  towel 
can  be  thrown  around  and  across  the  circle.  It  can  be 
thrown  over  "It's"  head,  or  around  "It,"  or  passed  around 
the  circle  from  boy  to  boy.  A  boy  may  hold  out  the  towel 
towards  "It,"  wait  until  "It"  is  just  about  to  grab  it,  and 
then  throw  it  to  another  player.  However,  a  player 
shouldn't  hold  the  towel  too  long,  as  "It"  gets  the  towel 
if  he  stops  a  player  from  throwing.  Try  to  keep  the  towel 
moving  all  the  time. 

If  "It"  succeeds  in  catching  the  towel,  the  player  who 
threw  it  then  becomes  "It"  and  the  former  "It"  takes  a 
place  in  the  circle. 

When  you  play  Salujee  be  sure  you  play  outdoors,  or 
in  a  room  with  a  high  ceiling,  such  as  a  gym. 
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CUP  OF  WATER  RELAY 

This  game  can  be  played  outdoors  or  in  a  gym.  From 
10  to  20  boys  can  play.  Divide  the  group  into  two  or 
more  teams.  Mark  a  distance  line  30  feet  away.  The 
players  on  each  team  line  up  one  behind  the  other  at 
the  starting  line.  Give  the  first  player  on  each  team  a 
full  cup  of  water.  The  same  amount  of  water  should  be 
in  each  cup. 

At  a  signal,  the  first  boy  on  each  team  walks  as  fast 
as  he  can  (without  spilling  the  water)  to  the  distance 
line  and  then  back. 

When  the  first  player  gets  back  to  his  team,  he  hands 
the  cup  of  water  to  the  second  boy.  The  second  boy  walks 
as  fast  as  he  can  to  the  distance  line  without  spilling  any 
water,  and  then  turns  around  and  walks  back.  The  next 
player  in  line  takes  the  cup,  and  so  on. 

The  first  team  to  finish  gets  one  point.  The  team  that 
has  the  most  water  left  in  the  cup  also  gets  a  point.  If  a 
team  finishes  first  and  also  has  the  most  water  in  the  cup, 
that  team  gets  two  points.  The  first  team  to  score  ten 
points  wins. 
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FOOL  THE  TEACHER 

Four  or  more  boys  can  play  this  game  indoors  or 
outside.  One  player  is  chosen  as  the  teacher.  All  the 
other  players  line  up  side  by  side  with  their  arms  folded 
across  their  chests.  The  teacher  stands  about  15  feet  in 
front  and  faces  the  row  of  players. 

The  teacher  has  a  ball.  He  may  either  throw  it  to  any 
of  the  players  or  pretend  to  throw  it.  The  object  of  the 
game  is  to  make  a  player  unfold  his  arms  when  the  ball 
is  not  being  thrown  to  him.  The  only  time  he  may  unfold 
his  arms  is  when  the  ball  is  actually  coming  towards  him. 
If  he  unfolds  his  arms  at  any  other  time  he  gets  one 
point  against  him.  When  he  gets  three  points  scored 
against  him,  he  is  out  of  the  game. 

If  the  ball  is  actually  thrown  and  the  player  catches 
it  without  dropping  it,  he  has  a  chance  to  fool  the  teacher. 
The  teacher  must  now  stand  with  his  arms  folded  until 
the  ball  is  thrown  to  him.  If  he  unfolds  his  arms  when 
the  ball  is  not  thrown— or  if  he  misses  the  ball  when  it  is 
thrown— then  he  becomes  one  of  the  group  and  the  boy 
who  fooled  the  teacher  becomes  the  new  teacher.  How- 
ever, if  the  teacher  doesn't  make  an  error,  he  remains  the 
teacher. 
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BARKING  DOGS 

This  is  an  easy  game  to  be  played  indoors  or  outside. 
You  will  need  a  ball  and  a  phonograph,  piano  or  radio. 
From  6  to  20  boys  can  play. 

The  players  form  a  circle  and  pass  the  ball  around  to 
the  right.  While  this  is  going  on,  a  leader  or  another  boy, 
not  in  the  circle,  plays  the  music.  Every  once  in  a  while 
he  suddenly  stops  the  music.  Whichever  boy  has  the 
ball  at  this  moment  becomes  a  "dog."  The  dog  must  get 
down  on  his  knees  and  bark.  Then  he  gets  up  and  passes 
the  ball  to  the  right  again  as  the  music  starts. 

Whenever  the  music  stops  again,  the  boy  who  has  the 
ball  becomes  a  dog  too.  But,  once  a  player  becomes  a 
dog,  he  is  a  dog  for  the  rest  of  the  game!  So,  every  time 
the  ball  comes  around  to  him  in  the  circle,  he  must  get 
down  on  his  hands  and  knees  and  bark! 

Soon  there  is  a  room  full  of  barking  dogs.  It  is  time 
to  end  the  game,  or  start  over,  when  almost  every  boy 
is  a  dog.  The  first  player  who  became  a  dog  has  a  chance 
to  play  the  music  for  the  next  game. 
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THREE  DEEP 

From  10  to  50  boys  can  play  this  game  either  out- 
doors or  in  a  gym.  Boys  stand  in  a  double  circle.  Each  boy 
in  the  outer  circle  must  stand  directly  behind  a  boy  in 
the  inner  circle,  making  it  two  deep.  All  face  the  inside 
of  the  circle  and  keep  their  hands  at  their  sides. 

There  are  two  boys  who  are  not  in  the  circle.  They 
are  the  runner  and  the  chaser.  They  start  out  at  opposite 
sides  of  the  outside  of  the  circle.  The  chaser  goes  after 
the  runner  and  tries  to  tag  him.  The  runner  can  save 
himself  by  running  into  the  inner  circle  and  standing  in 
front  of  any  boy.  Then  that  line  becomes  three  deep  and 
the  outside  or  third  boy  (in  the  outer  circle)  must  now 
run  or  the  chaser  will  tag  him.  The  two  boys  left  in  that 
row  must  now  step  back  to  keep  the  circle. 

The  new  runner  can  save  himself  by  getting  in  front 
of  another  couple.  This  goes  on  until  the  chaser  succeeds 
in  catching  a  runner.  When  this  happens,  they  change 
places  and  the  chaser  becomes  a  runner,  and  the  runner 
a  chaser. 

The  runner  can  only  run  into  the  inside  circle  if  he 
is  going  to  stop  in  front  of  a  couple.  No  other  running 
inside  the  circle  is  allowed.  The  game  is  easier  to  play 
than  it  may  soundl 
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PAPER  BAG  HEADS 

Here  is  a  good  icebreaker  game  to  start  your  party 
if  the  boys  all  know  each  other  pretty  well.  As  each 
boy  arrives,  the  host  gives  him  a  large  paper  bag,  a  slip 
of  paper  with  his  number  on  it,  a  card  and  a  pencil.  Each 
boy  pins  the  slip  with  the  number  on  his  chest.  He  pokes 
out  eye-holes  in  the  paper  bag  and  slips  it  over  his  head. 

Then  each  boy  tries  to  guess  the  names  of  the  other 
boys,  who  also  wear  paper  bags  over  their  heads.  When 
he  recognizes  the  others,  he  writes  their  number  and 
name  on  his  card.  At  the  same  time,  he  tries  to  keep  the 
others  from  guessing  him.  So  he  tries  to  walk  differently, 
or  perhaps  skips  or  hops.  He  may  change  his  voice,  and 
do  many  funny  things  to  keep  from  being  recognized. 
With  all  the  boys  doing  this,  you  will  have  a  lively  party. 

When  all  the  guests  have  arrived,  and  every  boy  has 
filled  out  his  cards,  you  collect  each  boy's  card  and  read 
off  the  correct  names  and  numbers.  As  you  read,  the 
boy  whose  name  is  called  takes  off  his  paper  head. 

You  can  check  the  cards  then.  The  boy  who  guessed 
the  most  names  correctly  is,  of  course,  the  winner. 
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BUDDIES 

This  is  a  lively  game  for  20  to  40  boys.  Let's  say  you 
have  30  boys,  for  example.  Every  boy  chooses  a  buddy. 
Now  there  are  15  pairs  of  buddies.  If  you  have  an  extra 
boy,  he  can  be  the  leader.  Then  two  circles  of  players 
are  formed,  one  circle  inside  the  other.  Buddies  divide 
up,  with  one  buddy  in  each  circle.  Make  sure  that  no  two 
buddies  are  in  the  same  circle,  and  that  each  boy  knows 
who  his  buddy  is. 

The  leader  plays  a  phonograph,  radio  or  piano.  The 
outer  circle  begins  to  walk  one  way,  and  the  inner  circle 
goes  the  other  way. 

When  the  leader  suddenly  stops  the  music,  the  bud- 
dies must  run  for  each  other,  grab  each  other  s  hands 
and  stoop.  The  last  pair  of  buddies  to  stoop  are  out  of 
the  game.  They  then  help  to  spot  the  next  pair  who 
are  last-to-stoop,  the  next  time  the  music  stops. 

The  game  continues.  Each  time  the  music  stops,  the 
last  pair  of  buddies  to  find  each  other  and  stoop  are  out. 
The  last  couple  left  in  the  game  wins. 
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FIND  THE  RING 

From  8  to  20  boys  can  play  this  game.  You  must  have 
a  long  heavy  string,  and  a  small  ring  such  as  one  from 
a  loose-leaf  notebook.  The  ends  of  the  string  are  tied 
together. 

The  boys  sit  or  stand  in  a  circle.  All  hold  the  string  in 
their  hands.  The  object  of  the  game  is  to  pass  the  ring 
from  one  fist  to  another. 

One  boy  steps  into  the  circle  and  watches  the  others 
very  carefully.  All  the  rest  of  the  boys  slide  their  hands 
back  and  forth  over  the  string.  They  do  this  all  the  time, 
even  those  boys  who  are  not  passing  the  ring,  so  that 
it  is  hard  to  see  under  whose  fist  the  ring  is  hidden.  When 
the  boy  in  the  middle  of  the  circle  guesses  who  has  the 
ring,  he  joins  the  circle  and  the  boy  with  the  ring  is  "It." 
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SCAVENGER  HUNT 

Two  or  more  boys  can  play  this  game  indoors  as  well 
as  outdoors.  One  or  two  boys  who  are  not  going  to  go 
out  on  the  scavenger  hunt  make  up  a  list  of  things  the 
other  players  must  find  and  bring  back.  Or,  an  adult 
leader  may  choose  the  list. 

Some  of  the  objects  may  be  an  acorn,  a  green  bottle, 
a  shoe,  an  oak  leaf,  a  piece  of  chalk,  a  yellow  marble, 
a  clothespin,  etc.  The  leaders  should  place  some  of  the 
objects  in  the  yard  or  somewhere  around  the  house. 
It  isn't  fair  to  have  an  object  on  the  list  that  just  isn't 
there. 

Make  sure  it  won't  be  too  hard  for  the  players  to  find 
the  objects.  For  instance,  if  there  are  no  oak  trees  in  the 
yard,  don't  put  oak  leaves  on  the  list.  Or  if  it  is  spring, 
there  won't  be  any  acorns  on  the  ground.  The  list  of 
things  to  find  can  be  the  same  for  both  teams  or  it  can  be 
different. 

Now  divide  the  group  into  two  equal  teams  and 
give  each  team  a  list.  Both  teams  then  have  to  go  out  to 
find  the  objects  on  the  list.  The  team  that  brings  back  the 
greater  number  of  correct  objects  wins.  You  can  set  a 
limit  of  15  minutes  or  a  half  hour  and  then  call  time. 
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Part  2. 


GIRLS 


NOTE  TO  ADULTS 

The  games  here  have  been  selected  from  many 
hundreds  of  games.  We  found  them  best  suited  for  girls 
6  to  12  years  of  age.  We  made  these  the  final  choices 
particularly  because  they  encourage  individual  and 
group  fun,  and  stimulate  sociability  and  sound  group 
experiences.  In  other  words,  they  develop  teamwork, 
cooperation  and  wholesome  growth. 

As  the  girls  play  these  games,  they  will  go  through 
a  series  of  meaningful  attitudes  that  occur  in  everyday 
living:  laughing,  fooling,  differing,  running,  chasing, 
hiding,  winning,  losing,  agreeing,  planning  and  think- 
ing—all in  a  play  medium— thus  giving  their  activity  an 
importance  that  is  correlated  to  proper  maturing  and 
development. 

All  the  directions  are  written  in  the  youngsters'  own 
language.  This  means  that  most  girls  in  the  6-to-12- 
year  range  will  be  able  to  read  the  games  themselves. 
Since  the  games  are  all  quite  simple,  the  girls  can  also 
perform  them  by  themselves,  with  little  or  no  assistance 
from  adults. 

These  are  games,  but  more  than  just  play.  They  will 
bring  enjoyment  to  an  ordinary  party,  make  it  easy  for 
girls  to  meet,  get  to  know  each  other  and  get  along  with 
one  another. 
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HOW  TO  CHOOSE  "IT" 

Let's  play  a  game.   But  who  will  be  "It"?  If  some- 
one does  not  volunteer,  then  there  are  ways  of  choosing 
someone  to  be  "It."   Many  players  use  the  rhyme: 
Eenie,  meenie,  minie,  mo, 
Catch  a  rabbit  by  the  toe, 
If  he  hollers  let  him  go, 
Eenie,  meenie,  minie,  mo. 
As  you  say  each  word  of  this  rhyme  you  point  to  a 
different  player.    When  the  last  word  in  the  rhyme 
("mo")  is  said,  the  player  who  is  pointed  at  becomes 
"It- 
Here  is  another  rhyme  you  may  want  to  use: 
Eena,  kadena,  kadaska  day 
Ruffily,  niffily,  combinay 
Ex  blows 
Something  goes 
Out  goes  tissally. 
The  player  who  is  "tissally"  becomes  "It." 
With  the  rhyme  that  follows,  each  player  holds  out 
a  fist: 

One  potato,  two  potatoes, 
Three  potatoes,  four; 
Five  potatoes,  six  potatoes, 
Seven  potatoes,  more. 
The  leader  says  the  rhyme  and  taps  each  player's 
fist,  as  well  as  her  own,  as  she  says  the  words.  When 
she  comes  to  the  last  word  in  the  rhyme  ("more")  the 
fist  (and  girl)  she  taps  is  withdrawn.   The  last  player 
left  is  "It." 
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ICEBREAKERS 


Icebreakers  are  "get  acquainted9  games.  They  are 
usually  played  at  parties,  clubs  or  other  group  meetings 
as  a  way  of  welcoming  the  guests.  These  games  make 
it  easy  for  the  girls  to  get  into  the  fun  and  feel  "at 
home!' 

Use  icebreakers  at  the  beginning  of  your  party  or 
meeting. 


TALKFEST 

4  to  SO  players  Indoors  or  outdoors 

Divide  the  group  in  half.  Players  line  up  in  two 
rows.  The  girls  on  one  team  stand  back  to  back  with 
the  girls  in  the  other  row.  The  girls  standing  back  to 
back  are  partners. 

At  a  given  signal  the  players  turn  around  quickly 
and  face  their  partners.  Now  they  must  talk  to  each 
other  without  stopping!  They  must  both  talk  at  the 
same  time,  about  anything  at  all,  and  it  doesn't  have  to 
make  sense!  All  players  must  keep  this  up  for  30  seconds. 

Sometimes  this  game  is  played  with  only  two  players 
talking  at  one  time.  They  stand  in  the  center  of  the 
room  talking  fast  and  furiously  while  the  others  watch 
and  laugh.  A  contest  can  be  set  up,  and  those  receiving 
the  most  applause  are  the  winners. 
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BLOWN-UP  FORTUNES 

5  or  more  players  Indoors 

Before  guests  arrive  you  must  prepare  these  arrange- 
ments: Get  a  balloon  for  each  guest,  and  for  each  guest 
you  must  also  write  out  a  "fortune"  on  a  small  piece  of 
paper.  Push  one  fortune  into  each  balloon,  and  then 
blow  up  the  balloons  and  tie  them. 

The  fortunes  may  be  funny,  or  serious,  or  silly— any- 
thing which  you  think  will  add  to  the  fun  of  the  party. 
Here  are  a  few  suggestions: 

1.  If  you  don't  stop  eating  so  much  cake  you'll  get 
fat. 

2.  You  will  get  a  pleasant  surprise  very  soon. 

3.  You  will  marry  a  red-headed  man  and  have  five 
children. 

When  everyone  has  arrived,  throw  the  balloons  up 
into  the  air  and  let  the  girls  catch  them.  After  the  girls 
have  each  captured  a  balloon,  tell  them  to  burst  the 
balloon  and  they  will  find  their  fortune.  Your  party 
has  begun  with  a  BANG! 
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Your  party  will  begin  with  a  bang  (!)  when  you  choose 
"Blown-Up  Fortunes"  as  an  icebreaker. 
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BEAN  HANDSHAKE 

10  to  SO  players  Indoors  or  outdoors 

The  guests  each  receive  10  dried  beans.  Then  they 
start  shaking  hands  with  each  other,  over  and  over,  as 
many  times  as  possible.  Why?  Because  each  player 
gives  away  a  bean  to  every  tenth  girl  she  shakes  hands 
with.  The  idea  of  the  game  is  to  get  rid  of  all  your 
beans  quickly! 

This  is  a  very  funny  scene,  with  everyone  shaking 
hands.  While  you  are  trying  to  get  rid  of  your  beans, 
and  handing  them  out  to  every  tenth  girl  you  shake 
with,  at  the  same  time  you  are  getting  beans  back  from 
other  girls! 

It's  a  good  idea  not  to  let  a  player  know  that  she 
will  be  your  tenth  person,  because  she  may  try  to  move 
away  from  you.  However,  no  one  can  refuse  to  accept 
a  bean  if  she  really  is  the  tenth  person  you  shake  hands 
with. 

You  can  also  play  this  game  exactly  the  opposite 
way.  In  the  second  way,  the  girl  ending  up  with  the 
most  beans  is  the  winner.  Then  everything  changes, 
and  all  the  girls  are  anxious  and  eager  to  become  the 
tenth  player. 

First  play  it  one  way,  and  then  switch  to  the  other. 
Some  of  the  players  will  get  all  mixed  up  but  it  certainly 
gets  everyone  acquainted  quickly! 


118  •  BEST  GAMES  FOR  GIRLS  • 


FARM  SERENADE 

8  or  more  players  Indoors 

This  icebreaker  is  a  noisy  one,  so  be  prepared  for  a 
racket! 

It  starts  off  with  the  hostess  saying  that  she  has  a 
farm  with  pigs  on  it,  and  she  imitates  the  noise  of  pigs, 
"Oink,  oink,  oink."  Another  player  says,  "I  have  cows  on 
my  farm,  moo,  moo." 

Each  player  in  turn  mentions  an  animal  on  her  farm, 
and  imitates  its  sounds.  At  the  same  time,  all  the  players 
who  have  already  given  their  animals  make  their  sounds 
too. 

The  noise  is  soon  terrific! 

Here  are  some  of  the  animals  around  a  farm  which 
you  can  choose:  cows,  dogs,  cats,  pigs,  crickets,  frogs, 
owls,  goats,  sheep,  mules,  horses,  crows,  frogs,  katydids, 
bats,  mice,  chickens,  geese,  roosters,  etc. 
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PARTNERS 

4  to  any  number  Indoors 

Here  is  a  game  which  is  especially  funny  if  your 
guests  don't  know  each  other  to  start  with,  and  a  won- 
derful way  to  get  them  acquainted. 

The  group  is  divided  off  two  by  two,  and  they  sit 
around  the  room  in  pairs.  The  hostess  or  leader  begins 
to  ask  the  girls  questions.  She  may  ask  a  girl,  "How  old 
are  you?"  Or,  "What  is  your  favorite  color?"  or,  "How 
many  sisters  do  you  have?" 

But,  the  girl  who  is  asked  must  not  answer!  Her 
partner  answers  for  her!  You  can  imagine  how  funny  it 
will  be  when  the  girls  give  wrong  answers,  and  their 
partners  start  giggling! 
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WORDMAKER 

2  to  any  number  Indoors  or  outdoors 

Each  player  has  a  sheet  of  paper  upon  which  she 
writes  her  first  and  last  name.  Be  sure  you  have  enough 
papers  and  pencils  for  each  player.  One  of  the  players 
collects  all  the  sheets,  shuffles  them,  and  then  passes 
them  out  to  the  girls.  Each  girl  should  have  a  sheet  with 
someone  else's  name  on. 

At  a  signal  the  players  try  to  form  as  many  words  as 
they  can  using  only  the  letters  of  the  name  on  their  sheet 
of  paper.  They  can  change  the  letters  around  in  any 
way,  as  long  as  they  form  words.  Letters  can  be  used 
more  than  once,  but  not  in  the  same  word. 

For  example,  the  name  Florence  Brandon  will  have 
the  following  words  in  it:  floor,  brand,  on,  and,  don, 
lore,  read,  nod,  door,  dear,  brace,  race,  lace,  fence,  ran, 
and  many  others. 

After  10  minutes,  time  is  called  and  each  player 
reads  her  list.   The  one  with  the  longest  list  wins. 
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NAME  MIXER 

5  or  more  players  Indoors 

Here's  a  good  way  to  help  your  guests  become  ac- 
quainted. First  print  with  a  pencil  a  list  of  the  names 
of  all  your  guests.  Then  print  as  many  copies  as  you 
have  guests.  Give  each  guest  a  copy. 

The  girls  must  go  around  and  try  to  find  out  who 
everyone  is.  The  printed  lists  of  names  will  give  them  a 
start.  Then  they  must  learn  who  belongs  to  which  name. 

The  next  step  is  for  each  girl  to  get  each  guest  to 
autograph  her  own  name.  For  example,  if  one  of  the 
names  on  the  list  is  Kay  Robbins,  the  other  guests  will 
have  to  get  Kay  to  sign  after  the  printed  kay  robbins. 

The  first  player  to  get  the  complete  list  of  names 
with  correct  signatures  wins. 


DANCE  WITH  THE  BROOMSTICK 

7  or  more  players  Indoors 

The  Broomstick  Dance  is  always  a  funny  mixer.  You 
need  an  odd  number  of  people  to  play,  and  an  extra 
person  to  start  and  stop  the  music. 

The  guests  all  take  partners,  and  the  odd  girl  dances 
with  a  broomstick.  When  the  music  suddenly  stops  all 
the  players  must  change  partners.  The  girl  with  the 
broomstick  drops  it  and  grabs  a  partner. 

The  player  who  is  left  without  a  partner  must  dance 
with  the  broomstick  until  the  music  stops  again. 
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PROVERB  TRADING 

6  to  20  players  Indoors 

For  this  icebreaker  you  had  better  brush  up  on  your 
proverbs.  Proverbs  are  expressions  that  are  used  to 
bring  out  a  point.  You  probably  use  them  every  day. 
Here  are  some  common  ones: 

A  bird  in  the  hand  is  worth  two  in  a  bush. 
A  stitch  in  time  saves  nine. 

Don't  count  your  chickens  before  they  are  hatched. 
Don't  put  all  your  eggs  into  one  basket. 
Early  to  bed,  early  to  rise,  makes  a  man  healthy, 
wealthy  and  wise. 

He  who  hesitates  is  lost. 

Think  up  a  proverb  for  each  guest  and  write  each 
proverb  on  a  card.  Then  cut  each  card  into  about  four 
pieces.  Mix  them  all  up.  Then  put  four  pieces  or  more 
into  each  envelope.  You  will  have  to  have  an  envelope 
for  each  girl. 

When  your  guests  arrive,  hand  out  the  envelopes. 
The  players  will  have  to  get  the  correct  pieces  by  trad- 
ing with  each  other.  The  first  girl  to  piece  her  proverb 
together  is  the  winner. 
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MULTIPLICATION  DANCE 

8  or  more  players  Indoors 

Any  kind  of  dance  music  is  played.  Two  girls  start 
off  by  dancing  together.  Then  someone  stops  the  music. 
The  dancers  separate  and  each  selects  another  partner. 
The  two  couples  dance  until  the  music  stops  again.  They 
break  and  each  girl  chooses  another  partner.  Then 
eight  girls  are  dancing.  This  goes  on  until  everyone  is 
dancing. 

For  this  icebreaker  there  should  be  an  even  number 
of  players.  If  you  have  an  extra  player  she  can  start  and 
stop  the  record  player  or  radio. 

FOLLOW  THE  LEADER 

Any  number  of  players  Indoors  or  outdoors 

This  is  a  fine  game  to  start  your  party  with.  It  will 
put  your  guests  in  the  right  mood  of  fun  and  frolic  for 
the  games  to  come. 

All  the  players  line  up  behind  the  leader.  The  leader 
goes  through  any  actions  she  wants  to,  and  the  rest  must 
follow.  She  may  wave  her  arms,  hop  on  one  foot,  run  in 
circles,  walk  on  hands  and  feet,  walk  in  a  squatting  posi- 
tion, and  so  on. 

Out  of  doors  the  leader  can  also  lead  the  rest  of  the 
players  around  trees,  over  low  fences,  up  and  down 
stairs,  and  any  place  she  wants  to  go. 

After  a  few  minutes  everyone  can  rest  a  bit  and  get 
ready  to  play  more  games. 
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BUMPITY-BUMP-BUMP 

5  to  25  players  Indoors  or  outdoors 

All  players  are  seated  around  in  a  circle.  Each  player 
has  her  name  pinned  to  her  shoulder.  A  player  who  is 
"It"  stands  in  the  middle  of  the  circle  and  suddenly 
points  to  a  player  and  says,  "Right,  Bumpity-bump- 
bump." 

The  player  who  was  pointed  at  must  respond  with 
the  name  of  the  girl  to  her  right.  But,  she  must  do  this 
before  "It"  finishes  saying,  "Bumpity-bump-bump." 

"It"  may  say  "Left,  Bumpity-bump-bump."  Then  in 
that  case  the  player  must  quickly  learn  the  name  of  the 
girl  on  her  left.  If  the  player  cannot  give  the  name  of 
the  person  next  to  her,  she  becomes  "It."  After  a  while 
the  girls  can  all  change  places  to  make  the  game  more 
interesting.   They'll  get  to  know  each  other  better,  too! 
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WHAT'S  MY  RHYME? 

5  to  SO  players  Indoors  or  outdoors 

This  good  mixer  is  fine  for  11  and  12  year  olds,  and 
is  easier  than  it  sounds.  One  player  starts  the  game  by 
saying,  "What's  my  rhyme?  I'm  thinking  of  a  word  that 
rhymes  with  Flo."  (The  word  must  always  rhyme  with 
the  name  or  nickname  of  one  of  the  players. ) 

Now  the  other  players  have  to  guess  the  rhyming 
word.  They  ask  questions,  one  at  a  time:  "Is  it  'mow'?" 
Is  it  go  r 

After  the  first  three  girls  have  had  a  chance  to  an- 
swer, if  the  correct  answer  is  not  given,  then  the  player 
acts  out  the  word.  For  instance,  if  the  word  she  had  in 
mind  was  "blow,"  she  pretends  to  blow.  The  first  player 
to  guess  right  gets  the  next  turn  to  ask,  "What's  my 
rhyme?" 

Of  course,  if  one  of  the  first  three  players  guesses 
correctly  at  the  very  beginning,  then  she  is  the  next 
person  to  ask,  "What's  my  rhyme?" 
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CONGA  LINE 

5  or  more  players  Indoors 

A  conga  line  is  really  a  dance,  but  it  is  a  good  ice- 
breaker. The  hostess  leads  and  all  the  other  girls  line 
up  behind  her. 

Each  girl  places  her  hands  on  the  waist  of  the  girl 
in  front.  Then  the  hostess  plays  a  conga  record  and 
leads  the  line.  She  weaves  the  line  in  and  out  and  in  all 
kinds  of  directions. 

The  players  in  the  line  do  the  following  steps:  1—2— 
3  and  kick  to  the  right.  Then  one,  two,  three,  and  kick 
to  the  left.  This  is  repeated  until  the  dance  is  over.  Any 
newcomers  to  the  party  can  hook  on  to  the  waist  of  the 
last  player  and  join  the  line. 

If  boys  are  attending  the  party,  the  line  should  be 
made  up  of  girl,  boy,  girl,  boy,  and  so  on. 

1-2-3-Kick! 

l-2-3-Kick!I 
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MY  GRANDMOTHER'S  TRUNK 

5  or  more  players  Indoors 

All  the  girls  are  seated  around  in  a  circle.  The  first 
player  starts  off  by  saying,  "I  packed  my  grandmother's 
trunk  with  jelly." 

Then  the  next  player  says,  "I  packed  my  grand- 
mother's trunk  with  jelly  and  with  stockings." 

The  third  player  says,  "I  packed  my  grandmother's 
trunk  with  jelly,  stockings  and  french  fried  potatoes." 

The  fourth  player  says,  "I  packed  my  grandmother's 
trunk  with  jelly,  stockings,  french  fried  potatoes,  and 
buttons." 

Did  you  figure  out  what  the  game  is?  Each  player 
must  repeat  all  the  things  that  were  mentioned,  and 
then  add  a  new  one  to  the  list.  Anyone  who  forgets  an 
object  or  gets  the  objects  in  the  wrong  order  is  out  of 
the  game.  If  a  girl  adds  an  object  which  has  already 
been  used,  she  is  out  too. 

The  game  goes  on  until  there  is  only  one  player  left, 
or  until  your  guests  are  all  acquainted  and  friendly,  and 
ready  to  play  something  elsel 
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ACTION   GAMES 


These  games  were  selected  for  their  excitement. 
Girls  enjoy  action  games  outdoors  or  indoors  when  a 
group  gets  together,  so  here  are  a  number  of  fast-moving 
games  that  are  full  of  fun. 


RELIEVO 

5  or  more  players  Outdoors 

One  girl  is  "It."  At  a  given  signal  she  starts  running 
towards  the  other  players  and  catches  one  of  them.  The 
player  she  tags  becomes  her  partner,  and  they  join 
hands. 

Now  the  two  girls  are  "It,"  and  together  they  chase 
the  other  girls.  They  may  only  use  their  free  hands  for 
tagging.  When  they  catch  a  third  player,  she  too  be- 
comes a  partner  and  joins  hands.  However,  there  are  still 
only  two  free  hands,  those  of  the  outer  players,  which 
can  be  used  for  tagging. 

As  the  game  continues,  "It"  is  composed  of  more 
and  more  girls.  It's  lots  of  fun  to  see  a  big  wide  "It" 
closing  in  and  tagging  players.  The  game  is  over  after 
everyone  joins  it. 

The  first  player  tagged  becomes  "It"  for  the  next 
game. 
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HAIRBOW  RELAY 

8  to  48  players  Indoors  or  outdoors 

Two  equal  teams  of  girls  line  up  in  single  file.  The 
first  player  in  each  line  has  a  hair  ribbon. 

At  a  given  signal  the  first  girl  in  each  line  turns 
around  and  ties  the  ribbon,  making  a  bow,  on  the  head 
of  the  girl  behind  her.  Then  the  second  girl  takes  it 
off,  turns  and  ties  the  hairbow  on  the  head  of  the  girl 
behind  her.  This  goes  on  until  the  last  girl  unties  the 
ribbon  from  her  head.   The  first  team  to  finish  wins. 

For  variety  you  can  use  other  objects  of  clothing 
instead  of  a  hairbow.  It's  lots  of  fun  to  use  a  jacket  or 
sweater  with  many  buttons.  Watch  how  your  fingers 
"turn  into  thumbs"  when  you  try  to  dress  each  other 
quickly! 
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You  wont  notice  how  many  thumbs  you  have  until  you 
try  tying  hairbows  in  a  great  hurry. 
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"JANE"  AND  "MARY" 

10  to  30  players  Indoors  or  outdoors 

All  the  players  except  two  join  hands  in  a  circle. 
The  two  players  are  inside  the  circle.  One  is  blindfolded, 
and  she  is  called  "Jane."  She  must  try  to  catch  the  other 
girl,  who  is  called  "Mary." 

The  blindfolded  girl  calls  out  her  own  name,  "Jane!" 
Then  the  other  girl  must  answer,  "Mary!"  In  this  way 
"Jane"  can  tell  what  part  of  the  circle  "Mary"  is  in. 
"Mary"  must  stay  within  the  circle,  and  whenever  the 
blindfolded  girl  says,  "Jane,"  she  must  answer  "Mary." 

When  "Mary"  is  caught  she  becomes  the  blindfolded 
"Jane."  The  previous  "Jane"  chooses  a  new  "Mary," 
and  then  she  joins  the  circle.  The  game  continues  until 
each  girl  has  had  a  turn  to  be  "Jane"  and  "Mary." 
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FRUIT  BASKET 

10  or  more  players  Indoors  or  outdoors 

All  the  players  except  one  sit  on  chairs  in  a  circle. 
The  extra  player  is  "It."  She  stands  in  the  center  of  the 
circle. 

"It"  gives  each  player  the  name  of  a  fruit.  If  you 
have  many  players,  you  can  use  the  name  of  one  fruit 
several  times.  The  players  must  be  sure  to  remember 
their  names. 

"It"  says,  "Apple  change  places  with  orange,"  and 
apple  must  change  places  with  orange.  If  there  are 
several  apples  and  oranges,  then  all  will  get  up  and 
change.  "It"  may  also  order  three  fruits  to  change  places 
with  each  other.  She  may  say,  "Bananas,  pears  and 
cherries  change  places."  Whenever  players  change 
places  "It"  tries  to  get  a  seat.  The  girl  left  without  a 
seat  is  then  "It." 

The  game  really  gets  hilarious  when  "It"  says,  "Fruit 
basket  upset."  Then  all  players  must  get  up  and  change 
places.  There  is  a  big  scramble  because  "It"  tries  to  get 
a  seat,  and  no  one  else  wants  to  be  left  without  one! 
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HOLD  TIGHT— LET  GO 

4  to  8  players  Indoors  or  outdoors 

All  you  need  for  this  game  is  an  object  to  hold  onto 
such  as  a  newspaper,  book,  or  scarf.  It  has  to  be  large 
enough  for  all  the  players  but  one  to  hold  onto  at  once, 
so  you  may  need  something  larger  like  a  sheet  or  blanket 
if  many  girls  are  playing. 

One  of  the  girls  is  chosen  leader  and  the  others  all 
hold  onto  the  object.  When  the  leader  calls  out,  "Hold 
tight!"  the  players  must  let  go.  If  the  leader  says,  "Let 
go,"  players  must  hold  tight.  You  must  always  do  the 
opposite  of  what  the  leader  says,  and  it  can  get  very 
confusing! 

A  player  who  misses  three  times  is  out  of  the  game, 
and  the  last  girl  left  in  is  the  winner.  She  is  the  leader 
of  the  next  game. 

You  can  also  play  this  game  in  teams  if  you  have 
more  than  eight  players.  Divide  the  girls  into  equal 
teams,  with  one  leader  for  all  the  teams.  Each  time  a 
player  misses,  it  counts  as  a  miss  for  the  team.  After 
three  misses  a  team  is  out,  and  the  last  team  in  wins. 
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HOT  SPOT  TAG 

Any  number  of  players  Outdoors 

A  girl  is  chosen  to  be  "It."  When  "It"  catches  a 
player  and  tags  her,  that  player  must  hold  the  part  of 
her  body  that  was  tagged.  Now  she  is  "It,"  and  in  this 
position  she  must  run  after  the  other  players  and  try  to 
tag  someone. 

For  example,  if  the  second  "It"  was  tagged  on  the 
shoulder,  she  must  chase  the  others  with  her  hand  on 
her  shoulder.  This  makes  it  harder  to  tag  someone  else, 
because  "It"  has  only  one  hand  free  for  tagging. 

If  she  now  tags  another  girl  on  the  foot,  the  new  "It" 
has  to  hold  onto  her  foot!  Of  course,  this  makes  the 
game  very  funny  and  exciting! 
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LOOSE  CABOOSE 

10  or  more  players  Outdoors 

Players  form  groups  of  three  or  more  girls  in  each 
group.  Two  girls  are  not  in  any  group,  because  they  will 
be  the  loose  cabooses. 

Girls  in  the  groups  line  up  and  hold  each  other 
around  the  waist.  They  are  the  trains  which  the  loose 
cabooses  try  to  hitch  onto.  They  run  around  and  make 
sharp  turns  every  time  a  loose  caboose  tries  to  grab  hold 
of  the  last  player  and  join  the  train.  If  the  loose  caboose 
does  catch  onto  a  train  and  can't  be  shaken  loose,  the 
first  player  of  the  train  becomes  a  loose  caboose. 
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TAG  GAMES 

3  to  25  players  Indoors  or  outdoors 

Wooden  Tag 

Wooden  tag  is  just  like  any  tag  game  where  one 
player  is  "It"  and  has  to  catch  the  other  players.  But 
with  wooden  tag  a  player  can  save  herself  when  she 
sees  that  she  is  going  to  be  tagged  by  touching  an  object 
that  is  made  of  wood,  such  as  a  fence,  a  step  or  a  tree. 

A  player  can  save  herself  only  three  times.  She  can- 
not touch  the  same  wooden  object  more  than  once.  If  a 
player  is  tagged  before  touching  wood  she  is  "It." 

Stoop  Tag 

The  player  who  is  "It"  tries  to  tag  the  other  girls. 

A  player  can  save  herself  if  she  stoops  just  in  time. 
If  she  is  just  beginning  to  stoop,  or  is  only  bending  over, 
she  can  be  tagged.  In  order  to  be  safe  she  must  be 
really  stooping,  with  her  knees  bent  as  far  as  they  will 

go- 
Statue  Tag 

When  "It"  tries  to  tag  the  other  players,  they  are 
safe  if  they  get  into  a  statue  pose  before  being  tagged. 
If  they  move  "It"  can  tag  them. 

"It"  can  stand  in  front  of  any  player  and  wait  for 
her  to  move.  Sometimes  it's  pretty  hard  to  hold  a  pose 
without  moving! 
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BLOW-THE-CUP  RELAY 

6  or  more  players  Indoors 

First  divide  the  girls  into  equal  teams  of  three  or 
more  girls  each.  Then  get  a  string  and  a  paper  cup  for 
each  team.  If  you  have  four  teams,  you  will  need  four 
pieces  of  string,  each  about  15  feet  long,  and  four  paper 
cups.  Cone-shaped  cups  are  best  for  this  game,  because 
you  have  to  pull  the  string  through  the  bottom  of  the 
paper  cup.  Then  tie  the  strings  to  furniture,  doorknobs 
or  nails  so  that  they  are  stretched  out  tight.  Try  to  get 
them  shoulder-height,  or  a  little  lower. 

Now  line  up  the  teams  behind  each  string,  players 
one  behind  the  other.  The  cups  are  all  at  the  end  closest 
to  the  players  and  the  open  ends  of  the  cups  face  them. 

At  a  given  signal,  the  first  player  on  each  team  starts 
blowing  into  the  cup  to  move  it  along  the  string.  She 
follows  the  cup  to  the  other  end  of  the  string  as  she 
blows.  As  soon  as  the  cup  reaches  the  end  of  the  string, 
the  blower  pushes  it  back  with  her  hand  to  the  starting 
position  for  the  next  girl  to  blow.  This  relay  will  leave 
you  breathless! 

The  first  team  to  finish  wins. 
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This  is  a  game  that  will  leave  you  breathless! 
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PILLOWCASE  RELAY 

8  or  more  players  Indoors 

Divide  the  group  into  two  or  more  equal  teams.  You 
need  a  pillow  and  a  pillowcase  for  each  team.  The  girls 
in  each  team  line  up  one  behind  the  other  20  feet  from 
the  goal  line.  Place  the  pillows  on  the  goal  line,  one 
opposite  each  team.  The  first  player  on  each  team  holds 
a  pillowcase. 

At  the  starting  signal,  the  first  player  on  each  team 
runs  to  the  goal  fine.  She  puts  the  pillowcase  on  her 
team's  pillow  and  then  runs  back  carrying  the  pillow 
and  hands  it  to  the  second  girl  on  her  team. 

The  second  girl  runs  to  the  goal  line  and  takes  the 
pillowcase  off  the  pillow.  She  leaves  the  pillow  on  the 
goal  fine  and  runs  back  to  the  third  girl  with  the  empty 
pillowcase. 

The  third  girl  does  what  the  first  player  did,  and  the 
fourth  girl  does  what  the  second  player  did.  Each  one 
has  a  turn  either  putting  on  or  taking  off  a  pillowcase. 
The  first  team  to  finish  wins.  If  you  play  the  game 
again,  let  the  girls  change  places  so  they  do  different 
things  the  second  time. 
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CLOTHESPIN  RELAY 

8  or  more  players  Outdoors 

For  this  game  you  will  need  a  clothesline  and  five 
clothespins  for  each  team.  Divide  the  group  into  equal 
teams  of  four  or  more  girls  each.  Then  multiply  the 
number  of  teams  by  five,  and  you  will  know  how  many 
clothespins  you  need!  Mark  a  starting  line  about  20 
feet  from  the  clothesline. 

The  teams  line  up  behind  the  starting  line  and  the 
first  girl  on  each  team  gets  five  clothespins.  Each  team 
should  use  the  part  of  the  line  that  is  directly  in  front  of 
them.  You  can  mark  the  clothesline  into  sections  by 
tying  string  or  rags  around  it,  if  you  have  very  many 
teams. 

At  a  signal  the  first  girl  on  each  team  runs  to  the 
clothesline  and  puts  the  pins  on  the  line,  about  six  inches 
apart.  Then  she  runs  back  to  her  team  and  tags  off  the 
second  girl. 

The  second  girl  runs  to  the  clothesline  and  removes 
the  clothespins.  Then  she  runs  back  and  gives  them  to 
the  third  girl  on  her  team.  The  third  girl  goes  back  and 
pins  them  on  the  line,  and  so  on.  The  first  team  to  finish 
wins. 
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HOP  SCOTCH 

(Also  called  SKY  BLUE) 
2  or  more  players  Outdoors 

Hop  Scotch  or  Sky  Blue  is  a  sidewalk  game  that  is 
played  almost  all  over  the  country.  All  you  need  is  a 
pavement,  a  piece  of  chalk  to  draw  the  Sky  Blue  with, 
and  an  object  to  toss.  The  object  may  be  a  small  flat 
stone,  a  key,  a  bunch  of  paper  clips,  or  even  a  safety  pin. 

First  draw  your  diagram  like  the  one  pictured  here. 
Make  each  box  about  two  feet  square.  Then  decide  who 
goes  first,  second  and  so  on.   Remember  your  turn. 

Here  is  how  you  play: 

You  stand  behind  the  starting  line  and  toss  the  small 
stone  you  have  in  your  hand.  Some  people  call  it  a 
lagger.  Others  call  it  a  puck  or  potsy,  but  it  is  still  the 
same  thing. 

Now  toss  the  lagger  so  that  it  lands  in  the  box  with 
the  number  1  in  it.  If  it  touches  a  line  or  doesn't  get  in 
the  box,  you  are  out  until  your  next  turn.  If  it  lands 
squarely  in  the  box,  then  you  must  jump  over  box  1, 
land  in  box  2  on  one  foot,  hop  into  box  3  on  the  same 
foot,  then  jump  into  4  and  5  with  a  foot  in  each.  Next 
you  hop  on  one  foot  into  box  6,  then  jump  into  box  7 
and  box  8  with  a  foot  in  each. 

Now  you  jump  and  turn  in  7  and  8  so  that  you  face 
the  opposite  direction,  and  you  go  back  through  the 
rest  of  the  boxes  in  the  same  way  until  you  get  to  box  1. 
But,  before  you  can  put  your  foot  in  box  1,  you  have  to 
bend  down  and  pick  up  the  lagger.  You  do  this  while 
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standing  on  one  foot  in  box  2.  Then  you  can  step  in 
box  1,  and  out  of  the  Sky  Blue. 

While  you  are  playing,  you  must  be  careful  not  to 
step  on  the  lines,  for  if  you  do,  you  are  out.  If  you  go 
through  the  Sky  Blue  for  "onesy"  without  being  out, 
you  are  ready  for  box  2,  or  "twosy."  You  toss  the  lagger 
into  box  2,  and  then  you  must  jump  from  box  1  to  box  3, 
and  then  go  on  up  to  box  8  and  back  again. 

After  you  have  finished  "eightsy,"  which  means  that 
you  have  tossed  your  lagger  into  all  8  boxes,  you  can 
write  your  name  in  any  box  which  doesn't  already  have 
a  name  in  it.   Then  that  is  your  box.   No  one  else  can 
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step  in  it  except  you— but  you  may  even  rest  two  feet 
in  it,  if  you  want  to!  When  the  other  players  come  to 
it,  they  must  jump  over  it,  and  if  the  lagger  happens  to 
be  in  the  box  just  before  or  after  a  box  with  a  name  in 
it,  the  player  has  to  jump  over  two  boxes. 

The  player  who  has  her  name  in  the  most  boxes  is 
the  winner. 


CATCHING  THE  SNAKE'S  TAIL 

10  or  more  players  Outdoors 

Players  line  up  one  behind  the  other  with  their  arms 
around  the  waist  of  the  girl  in  front.  The  first  player  has 
her  arms  free.  She  is  supposed  to  catch  the  last  girl  on 
the  line. 

The  line  or  "snake"  twists  and  turns  while  the  first 
girl,  who  is  the  head  of  the  snake,  tries  to  catch  the  last 
girl  or  the  tail.  Any  girl  who  lets  go  of  the  girl  in  front 
of  her  is  out.  So  hang  on  tightly! 

When  the  first  girl  catches  the  last  one,  the  first  girl 
goes  to  the  end  of  the  line  and  the  second  girl  becomes 
the  head.  In  that  way  every  one  has  a  turn  to  be  at  the 
head  and  tail  of  the  snake. 
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SWAT  TAG 

10  to  30  players  Indoors  or  outdoors 

The  players  form  a  circle  and  the  player  who  is  "It" 
quietly  walks  around  the  outside  of  the  circle.  She  has 
a  handkerchief  with  a  knot  tied  on  the  end  of  it.  She 
drops  the  handkerchief  behind  a  player. 

That  player  picks  up  the  handkerchief  and  chases 
"It."  "It"  runs  around  the  circle  in  the  same  direction 
she  was  walking,  and  tries  to  get  into  the  place  of  the 
girl  who  is  chasing  her. 

The  player  tries  to  tag  "It"  by  tapping  her  with  the 
handkerchief  before  "It"  reaches  the  empty  space.  If 
the  player  doesn't  succeed,  she  becomes  "It."  If  the 
player  tags  "It,"  then  "It"  walks  around  the  circle  again 
and  drops  the  handkerchief  in  back  of  another  player. 
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HIDE  AND  GO  SEEK 

S  to  any  number  Indoors  or  outdoors 

One  of  the  all-time  favorites  is  Hide  and  Go  Seek. 
This  is  the  basic  way  to  play. 

One  player  is  "It."  She  stands  at  a  spot  that  is  chosen 
as  goal,  and  closes  her  eyes.  She  counts  to  100.  While 
she  is  counting  everyone  runs  to  hide.  As  soon  as  "It" 
reaches  100  she  calls  out: 

Bushel  of  wheat, 
Bushel  of  rye, 
All  not  hid 
Holler  "I." 
If  someone  is  not  yet  in  a  hiding  place  and  calls  out, 
"I,"  "It"  counts  to  100  again,  but  this  time  by  tens.  Then 
she  calls  out: 

"Bushel  of  wheat,  bushel  of  clover; 
All  not  hid,  cant  hide  over. 
All  eyes  open!  Here  I  come." 
Then  "It"  goes  out  to  hunt  for  the  players.  As  soon 
as  she  sees  a  player,  "It"  calls  out  the  name  of  the  player 
and  both  start  running  to  the  goal.    If  "It"  gets  there 
first  she  taps  the  goal  three  times,  and  calls  out,  "One, 
two,  three  for  (girl's  name)."  But  if  the  player  gets  to 
the  goal  first,  that  player  tags  goal  and  calls  out,  "Home 
free,  one,  two,  three!" 

The  game  goes  on  until  all  the  players  have  been 
brought  back  to  goal.  The  first  player  who  was  caught 
is  "It"  when  the  game  is  played  again. 
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'98  .  .  .99  .  .  .  100"  Watch  out!  Here  she  comes! 
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FETCH  AND  CARRY 

10  to  100  players  Outdoors 

Divide  the  players  into  two  or  more  teams.  If  you 
have  a  small  group,  you  can  have  five  or  six  girls  on  a 
team.  With  a  very  large  group,  you  will  have  several 
teams  with  ten  or  more  girls  to  a  team. 

The  object  of  the  game  is  for  each  team  to  get  all 
its  players  from  the  starting  line  to  the  finish  line.  The 
two  lines  should  be  about  50  feet  apart.  The  teams  line 
up  behind  the  starting  line,  facing  the  goal  line. 

At  a  signal  the  first  girl  on  each  team  grabs  the  hand 
of  the  second  girl  and  runs  with  her  to  the  goal  line. 
The  first  girl  remains  there,  and  the  second  girl  runs 
back  to  her  team.  She  takes  the  hand  of  the  third  girl 
and  runs  back  to  the  goal  line.  Now,  the  second  girl 
stays  there,  and  the  third  girl  runs  back  to  fetch  the 
fourth  player. 

This  continues  until  one  team  wins  by  getting  all  of 
its  players  across  the  goal  line  first. 
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REDLIGHT 

3  to  any  number  Outdoors 

One  player  is  "It."  In  this  game  she  is  called  "Red- 
light."  She  stands  on  a  marked  line  about  30  feet  in 
front  of  the  other  players,  with  her  back  towards  them. 

The  aim  of  the  players  is  to  run  to  the  marked  line 
and  back  to  the  starting  line.  However,  they  can  only 
run  while  "Redlight"  is  counting.  When  all  the  players 
are  ready,  she  counts  very  quickly,  "One,  two,  three, 
four,  five,  six,  seven,  eight,  nine,  ten,  redlight!" 

While  she  is  counting,  the  other  girls  run.  But  when 
she  says,  "Redlight!"  she  suddenly  turns  around.  She 
calls  out  the  name  of  any  girl  she  sees  still  rurming  or 
moving,  and  the  girl  is  out  of  the  game.  Then  she 
counts  again,  and  the  players  start  running  from  where 
they  were  before.  Remember  to  stop  when  you  hear, 
"Redlight!" 

The  first  player  to  get  back  to  the  starting  line  wins. 
If  no  one  succeeds  in  getting  back,  the  last  player  to  be 
out  of  the  game  wins.  The  winner  is  the  new  "Redlight" 
for  the  next  game. 
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SUITCASE  RELAY 

8  to  24  players  Indoors  or  outdoors 

Two  teams  of  equal  size  line  up  behind  the  starting 
line.  About  15  or  30  feet  away  stand  two  suitcases  full 
of  clothing,  one  for  each  team.  The  suitcases  must 
contain  similar  articles  of  clothing.  For  instance,  if  you 
have  a  hat,  a  skirt,  a  jacket,  a  ribbon,  a  scarf,  a  belt  and 
a  necklace  in  one  suitcase,  you  must  have  the  same  items 
in  the  other. 

At  a  given  signal  the  first  girl  in  each  team  runs  to 
her  team's  suitcase  and  opens  it  up.  She  dresses  in  all 
the  clothes  she  finds,  closes  the  suitcase,  and  runs  back 
to  the  starting  line,  carrying  the  suitcase. 

Now  she  takes  off  all  the  clothes  and  puts  them  back 
in  the  suitcase!  She  closes  the  suitcase  and  runs  back  to 
leave  it  in  its  original  position.  Then  she  runs  back  to 
her  team  and  tags  off  the  second  girl.  The  second  girl 
goes  through  the  same  actions,  and  so  on  until  each 
player  has  had  a  turn.  The  team  to  finish  first  wins. 


BALLOON  PARTNERS 

4  to  20  players  Indoors  or  outdoors 

You'll  need  one  blown-up  balloon  for  every  two 
players,  but  have  a  few  extra  on  hand  in  case  some  of 
the  balloons  break  before  you  start  the  game. 

You  need  a  starting  line  and  a  finish  line  about  30  to 
50  feet  apart.  The  girls  stand  at  the  starting  lines,  paired 

150  •  BEST  GAMES  FOR  GIRLS  • 


off  into  couples  with  their  arms  linked  together.  Give 
each  couple  one  balloon.  At  a  signal  the  couples  must 
keep  hitting  their  balloon  with  their  free  hands  until  the 
balloon  goes  over  the  finish  line. 

Players  cannot  use  their  linked  arms,  or  pull  their 
arms  apart.  If  the  balloon  falls  to  the  ground,  as  it 
probably  will  do  often,  it  is  all  right  to  pick  it  up  again 
and  hit  it.  The  couples  must  each  do  this  without  un- 
linking their  arms.  Both  girls  must  bend  and  move 
together! 

The  first  couple  to  push  its  balloon  over  the  finish 
line  wins. 
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DRAWING  RELAY 

8  or  more  players  Indoors  or  outdoors 

You  don't  have  to  be  an  artist  to  enjoy  playing  this 
game.  All  you  need  is  a  wide  blackboard  such  as  you 
have  in  a  schoolroom,  marked  off  into  sections.  Or  you 
can  tack  large  sheets  of  paper  to  the  wall,  one  sheet  for 
each  team. 

Divide  the  group  evenly  into  teams  and  line  them 
up  about  10  feet  from  the  blackboard  or  wall.  At  a  given 
signal  the  first  girl  on  each  team  runs  up  to  her  team's 
section  and  starts  to  draw  a  figure  of  a  girl,  or  part  of  a 
figure.  Each  girl  gets  only  10  seconds.  When  time  is 
called  the  first  girl  runs  back  to  her  place  and  the 
second  girl  runs  up  and  adds  to  the  drawing. 

The  game  continues  until  every  girl  has  had  a  chance 
to  add  to  the  drawing.  The  team  that  has  the  most 
"finished"  drawing  wins. 

There  mny  be  some  argument  as  to  what  makes  one 
drawing  seem  more  finished  than  another.  If  this  hap- 
pens when  you  play  the  game,  have  the  teams  decide 
just  what  they  want  the  drawing  to  show.  Write  out  a 
fist  such  as  head,  body,  arms,  legs,  eyes,  nose  and  mouth. 
Extra  things  like  shoes,  socks,  skirts,  eyelashes,  etc., 
make  the  drawings  more  finished. 
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BOOK  RACE 

3  to  20  players  Indoors  or  outdoors 

Players  line  up  side  by  side  facing  a  finish  line  about 
30  feet  ahead.  Each  player  puts  a  book  on  her  head. 
At  a  given  signal  the  players  begin  to  walk  towards  the 
finish  line,  balancing  the  books  on  their  heads.  No 
hands  allowed! 

If  the  book  falls  off,  as  it  will  in  most  cases,  the 
player  can  put  it  back  on  her  head.  However,  she  cannot 
begin  walking  from  that  spot  until  the  book  is  balanced 
without  being  held.  The  first  player  to  reach  the  finish 
line  with  a  book  on  her  head  wins. 

If  the  group  is  large,  you  can  play  the  game  as  a 
relay.  Divide  the  group  into  even  teams  and  give  one 
book  to  each  team.  The  first  player  on  each  team  places 
the  book  on  her  head.  At  a  signal  she  walks  to  the 
marked  line  and  returns,  with  the  book  still  on  her  head, 
to  tag  the  second  player  on  her  team.  The  second 
player  then  places  the  book  on  her  head,  walks  to  the 
line,  returns  and  tags  off  the  third  player  and  so  on  until 
everyone  on  the  team  has  had  a  chance.  The  first  team 
to  finish  wins. 
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THREAD-THE-NEEDLE  RELAY 

6  to  SO  players  Indoors  or  outdoors 

This  game  is  for  girls  of  8  to  12.  Divide  the  players 
into  two  or  more  teams.  There  should  be  about  six 
players  on  each  team,  but  be  sure  each  team  has  the 
same  number  of  players. 

Each  team  needs  a  needle  and  a  piece  of  thread 
about  a  foot  long.  Try  to  get  needles  with  large  eyes, 
and  be  sure  you  have  the  same  kind  of  needle  for  each 
team. 

Set  a  goal  line  about  20  feet  in  front  of  the  starting 
line.  The  girls  on  each  team  line  up  one  behind  the 
other,  and  the  teams  stand  about  five  feet  apart. 

At  a  given  signal  the  first  girl  on  each  team  starts  to 
thread  her  needle.  As  soon  as  she  threads  it,  she  runs 
with  it  to  the  goal  fine  and  back  to  her  team.  Then  she 
pulls  out  the  thread  and  hands  the  needle  and  thread  to 
the  second  girl,  who  now  stands  at  the  head  of  the  line. 

The  second  girl  threads  the  needle  and  then  runs 
to  the  goal  line.  She  returns  to  tag  off  the  next  player, 
who  repeats  the  same  action,  and  so  on  until  everyone 
on  the  team  has  had  a  turn.  The  first  team  to  finish  wins. 
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When  you  thread  the  needle,  race  for  the  goal  line!  If 

you  have  no  tape  or  ribbon,  mark  the  goal  line  with  two 

stools  or  chairs. 
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BIRDS  CAN  FLY 

S  to  51  players  Indoors  or  outdoors 

The  players  line  up  side  by  side,  facing  the  leader, 
but  not  too  close  together.  They  need  enough  space 
between  them  so  that  they  can  wave  their  arms  side- 
wards. 

The  leader  begins  by  saying,  "Birds  can  fly,"  and  she 
waves  her  arms  to  look  like  wings.  The  other  players 
imitate  this.  The  leader  may  say,  "Bats  can  fly,"  or  "Bees 
can  fly,"  or,  "Airplanes  can  fly."  Every  time  she  men- 
tions anything  and  says  it  can  fly,  she  waves  her  arms. 

Then  she  may  suddenly  say,  "Tigers  can  fly!"  She 
will  flap  her  arms  like  a  bird  as  she  says  this.  Those 
players  who  also  wave  their  arms  are  out!  The  leader 
fooled  them!  When  the  leader  mentions  something  that 
really  can't  fly,  the  girls  must  keep  their  hands  at  their 
sides.  The  players  must  listen  carefully,  and  be  wide 
awake,  or  they  will  be  out  of  the  game. 

The  last  person  left  in  the  game  becomes  the  leader 
for  the  next  game. 
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SINGING   and 
DRAMATIC   GAMES 


Many  of  the  songs,  dances  and  games  in  this  chapter 
were  handed  down  to  us  by  our  grandmothers  and 
great-grandmothers,  and  have  been  played  by  girls  for 
hundreds  of  years.  Some  of  the  games  are  new  ones. 
Somehow  or  other,  singing  and  playing  together  lead 
to  strong,  lasting  friendships. 


LOOBY  LOO 

10  or  more  players  Indoors  or  outdoors 

For  this  game  all  players  join  hands  in  a  circle. 
Everybody  sings  the  song  and  does  what  the  verses  say 
to  do.  Here  is  the  song,  Looby  Loo: 

1.  Here  we  dance  Looby  Loo       (Circle   skips   to   the 

^  left) 
Here  we  dance  Looby  Light    ( Circle   skips   to   the 

right) 
Here  we  dance  Looby  Loo 
All  on  a  Saturday  night. 

I  put  my  right  hand  in  (Everyone    puts    right 

hand  into  circle) 
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I  put  my  right  hand  out 

I  give  my  right  hand  a  shake, 
shake,  shake 

And  turn  myself  about. 

2.  Here  we  dance  Looby  Loo 
Here  we  dance  Looby  Light 
Here  we  dance  Looby  Loo 
All  on  a  Saturday  night. 

I  put  my  left  hand  in, 

I  put  my  left  hand  out 

I  give  my  left  hand  a  shake, 

shake,  shake 
And  turn  myself  about. 

3.  ...  I  put  my  two  hands  in . . . 

4.  ...  I  put  my  right  foot  in  . . . 

5.  ...  I  put  my  left  foot  in  . . . 

6.  ...  I  put  my  right  ear  in  . . . 

7.  ...  I  put  my  left  ear  in . . . 

8.  ...  I  put  my  little  head  in . . . 

9.  ...  I  put  my  whole  self  in . . . 


( Everyone    puts    right 
hand  outside  circle) 

(Everyone  shakes   her 

right  hand) 
( Everyone    does    one 

complete  turn  about) 
(Same  as  before) 


(Same  as  before,  using 


left  hand) 


(In  all  these  verses  3 
through  9,  the  first 
part  of  the  Looby 
Loo  song  remains  un- 
changed. We  are  just 
giving  you  the  part 
that  changes  in  the 
last  half  of  each 
verse.  That  is  the 
part  that  tells  you 
what  to  do.) 
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7  put  my  left  hand  in,  I  put  my  left  hand  out .  .  ." 
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DID  YOU  EVER  SEE  A  LASSIE? 

8  or  more  players  Indoors  or  outdoors 

A  player  stands  in  the  middle  of  a  circle  of  girls. 
They  join  hands  and  march  around  the  "Lassie."  They 
sing  the  following: 

Did  you  ever  see  a  lassie, 

A  lassie,  a  lassie, 

Did  you  ever  see  a  lassie, 

Go  this  way  or  that? 

Go  this  way  or  that  way? 

Go  this  way  or  that  way? 

Did  you  ever  see  a  lassie, 

Go  this  way  or  that  way? 
When  they  sing  the  words,  "Go  this  way  or  that, 
etc.,"  they  stop  marching  around.  The  "lassie"  in. the 
middle  does  any  action  she  wants  to  do.  She  may  dance 
a  jig,  or  pretend  to  be  washing  her  hands,  or  walk  on 
all  fours.  The  other  players  must  do  the  same  thing. 

When  the  song  is  over  the  "Lassie"  picks  someone  to 
come  into  the  center  and  take  her  place.  The  game  goes 
on  until  everyone  has  had  a  turn. 
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LITTLE  SALLY  SAUCER 

8  or  more  players  Indoors  or  outdoors 

"Sally"  sits  in  the  middle  of  the  circle.  She  has  her 
face  in  her  hands  as  if  she  is  crying.  The  other  children 
walk  around  her  in  a  circle.  They  hold  each  other's 
hands  and  sing: 

Little  Sally  Saucer, 
Sitting  in  the  water, 
Weeping  and  crying. 
Rise,  Sally,  rise. 

Wipe  off  your  eyes. 


Turn  to  the  east. 


Turn  to  the  west. 


("Sally"  stands  up) 

(Sally  wipes  her  eyes  but 
doesn't  open  them) 

(She  turns  around  to  the 
east  with  eyes  closed) 


(Turns  to  the  west) 
And  turn  to  the  one  you  love  the  best. 

(With  her  eyes  still  closed 

she  points  to  one  of  the 

players) 

The  girl  pointed  to  changes  places  with  "Sally,"  and 
the  game  is  repeated.  A  player  can't  be  chosen  more 
than  once.  If  she  is,  "Sally"  gets  another  turn  to  point. 
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JUMP  ROPE  RELAY 

6  to  50  players  Outdoors 

First  let  the  group  decide  on  a  jump  rope  chant 
such  as: 

Apartment  for  rent, 

Inquire  within; 

When  I  move  out, 

Let  "Helen"  move  in.  (Use  the  name 
of  the  player  who  comes  after  you. ) 

Divide  the  group  into  even  teams.  The  first  player 
on  each  team  must  have  a  jump  rope.  The  players  on 
each  team  line  up,  leaving  enough  clear  space  for  the 
girl  who  is  jumping  rope. 

At  a  given  signal  the  first  player  on  each  team  starts 
jumping  rope  and  at  the  same  time  singing  the  jump 
rope  chant.  She  jumps  rope  until  she  finishes  the  chant, 
then  hands  the  rope  over  to  the  second  girl.  The  second 
girl  jumps  and  chants  and  so  on  till  each  girl  has  had  a 
chance.  If  a  player  misses  in  jumping  she  must  begin 
over  again. 

The  first  team  to  finish  wins. 
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JUMP  ROPE  CHANTS 

Almost  every  girl  seems  to  grow  up  jumping  rope. 
And  with  this  enjoyable  activity  songs  are  sung.  Here 
are  jump  rope  songs  which  are  sung  by  girls  all  over 
America  and  in  other  countries  too. 

1.  Miss,  miss,  little  miss,  miss; 

When  she  misses,  she  misses  like  this. 

(At  this  point  the  jumper  steps  on  the  rope. ) 

#  *         * 

2.  Mabel,  Mabel,  set  the  table, 
Don't  forget  the  salt  and  PEPPER! 

(At  the  word  PEPPER  the  rope-turners  turn  the  rope 
fast  until  the  jumper  misses. ) 
«         »         « 

3.  All  in  together, 

How  do  you  like  the  weather? 
January,  February,  March,  April . . . 
( The  rope-turners  continue  giving  the  months  in  the 
the  year  and  turn  the  rope  faster  until  the  jumper 

misses. ) 

*  *         * 

Strawberry  shortcake,  cream  on  top; 

Tell  me  the  name  of  my  sweetheart. 

A,  B,  C,  D  . . . . 

(The  rope-turners  say  the  alphabet  and  turn  the 
rope  faster  until  the  jumper  misses.  The  letter 
she  misses  on  is  the  initial  of  her  sweetheart's 
name!) 
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5.  Does  he  love  me? 
Yes,  no,  yes,  no,  yes. 
Where  will  we  get  married? 
Church,  synagogue,  house,  barn. 
How  many  children  will  we  have? 

One,  two,  three,  four 

(The  rope-turners  count  and  turn  the  rope  faster 

until  the  jumper  misses. ) 

*         *         * 

6.  I  took  a  trip  around  the  world, 
And  this  is  where  I  went: 
From  America  to  New  Orleans; 
New  Orleans  to  Chicago; 
Chicago  to  England; 
England  to  France; 

France  to  New  York 

(As  the  rope-turners  turn  the  rope,  the  jumper  must 

give  the  names  of  cities  or  countries  until  she 
cant  think  of  any  more.  Then  another  player  has 

a  chance  to  jump. ) 

«         *         # 

7.  One,  two,  tie  your  shoe, 
Three,  four,  shut  the  door, 
Five,  six,  pick  up  sticks, 
Seven,  eight,  lay  them  straight, 
Nine,  ten,  big  fat  hen, 
Eleven,  twelve,  who  will  delve, 
Thirteen,  fourteen,  girls  a-courtin', 
Fifteen,  sixteen,  girls  a-kissin', 
Seventeen,  eighteen,  girls  a-waitin', 
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Nineteen,  twenty,  my  stomach's  empty. 
( Each  girl  has  a  chance  to  jump  rope  while  the  rope- 
turners  and  others  watching  sing  this  song. ) 


8.  Buster  Brown 
Touch  the  ground. 


Buster  Brown 
Turn  around. 

Buster  Brown 
Show  your  shoe. 

Buster  Brown 

Will  you  please  skiddoo. 


(She  bends  down  and 
touches  the  ground. ) 


(She  turns  around.) 
( She  kicks  out  one  foot. ) 


(She  jumps  out  of  the 
rope. ) 
Then  the  next  player  jumps  in,  and  the  game  starts 
over  again. 
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THE  MUFFIN  MAN 

20  or  more  players  Indoors  or  outdoi 

All  the  girls  join  hands  in  a  circle  around  a  playt 
in  the  middle.    They  skip  to  the  left  and  sing  the  first 
verse  of  the  song: 

Oh,  do  you  know  the  muffin  man, 
The  muffin  man,  the  muffin  man, 
Oh,  do  you  know  the  muffin  man, 
Who  lives  in  Drury  Lane? 

Then  the  player  in  the  middle  skips  to  the  right  an< 
answers  by  singing  the  second  verse  of  the  song: 

Oh,  yes,  I  know  the  muffin  man, 
The  muffin  man,  the  muffin  man, 
Oh,  yes,  I  know  the  muffin  man, 
He  lives  in  Drury  Lane. 

When  she  finishes  singing,  she  chooses  a  partner. 
The  other  girls  skip  to  the  left  and  sing  the  first  verse 
again.  Then  the  two  girls  in  the  middle  skip  to  the  right 
and  sing  the  second  verse,  but  this  time  they  sing,  "Now 
two  of  us  know  the  muffin  man,  the  muffin  man,  the 
muffin  man,  etc."  Then  they  each  choose  a  partner. 

The  outside  girls  skip  to  the  left  and  sing  their  verse 
again.  Now  the  four  middle  girls  join  hands  and  form  a 
little  circle  inside  the  big  circle,  and  they  sing,  "Now 
four  of  us  know  the  muffin  man,  etc."  Then  they  each 
choose  a  partner,  making  eight  inside.  When  their  turn 
comes,  they  will  sing,  "Now  eight  of  us  know  the  muffin 
man,  etc." 
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This  goes  on  and  on  until  everyone  from  the  outside 
circle  is  taken  inside,  and  there  is  one  big  circle  again. 
Then  everyone  sings,  "Now  all  of  us  know  the  muffin 
man,  etc." 

I  A-TISKET  A-TASKET 

10  or  more  players  Indoors  or  outdoors 

All  the  players  join  hands  and  form  a  big  circle.  One 
girl  is  "It."  She  carries  a  handkerchief,  or  something 
else  small  enough  to  be  picked  up  easily.  She  runs 
around  the  circle  singing,  and  the  other  players  sing 
too: 

A-tisket  a-tasket, 

A  green  and  yellow  basket, 

I  sent  a  letter  to  my  mother, 

And  on  the  way  I  dropped  it. 

I  dropped  it,  I  dropped  it. 

And  on  the  way  I  dropped  it. 

Somebody  here  has  picked  it  up 

And  put  it  in  your  pocket; 

It  isn't  you,  it  isn't  you— 

It's  you! 

When  "It"  says,  "It 's  you!"  she  drops  the  handker- 
chief right  behind  a  player  and  starts  to  run  faster 
than  before.  The  other  player  has  to  pick  up  the  hand- 
kerchief, and  run  in  the  opposite  direction.  The  first 
girl  to  get  back  into  the  vacant  space  in  the  circle  wins. 
The  girl  who  is  left  out  is  "It"  when  the  game  is  played 
again. 
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THE  FARMER  IN  THE  DELL 


15  or  more  players 


Indoors  or  outdoors 


Here's  a  singing  game  most  of  you  know.  The  game 
starts  off  with  a  "Farmer"  in  the  middle  of  the  circle. 
The  rest  of  the  players  join  hands,  and  sing,  and  march 
around  the  "Farmer."  As  players  are  chosen  to  come 
into  the  circle,  the  circle  gets  smaller  and  smaller  until 
the  middle  is  filled  with  the  farmer,  his  wife,  the  child, 
the  nurse,  the  dog,  the  cat,  the  rat,  and  the  cheese. 

Then,  one  by  one,  they  go  back  into  the  circle.  At 
the  end  of  the  game  when  the  cheese  stands  alone, 
everyone  stands  around  the  cheese  and  claps  hands.  Of 
course  the  "Cheese"  shouldn't  feel  badly  because  she 
will  be  the  "Farmer"  when  the  game  is  played  again. 

Now,  here  are  the  words.    Follow  them  carefully, 
because  they  tell  you  how  to  play  the  game. 

The  farmer  in  the  dell, 
The  farmer  in  the  dell, 
Heigh-ho,  the  derry-o, 
The  farmer  in  the  dell. 


The  farmer  takes  a  wife, 

The  farmer  takes  a  wife, 
Heigh-ho,  the  derry-o, 
The  farmer  takes  a  wife. 

The  wife  takes  a  child, 
The  wife  takes  a  child, 


(Farmer  chooses  a  wife) 


(Wife  chooses  a  child) 
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Heigh-ho,  the  deny-o, 
The  wife  takes  a  child. 
The  child  takes  a  nurse,  etc. 

The  nurse  takes  a  dog,  etc. 

The  dog  takes  a  cat,  etc. 

The  cat  takes  a  rat,  etc. 

The  rat  takes  the  cheese,  etc. 

The  farmer  runs  away,  etc. 
The  wife  runs  away,  etc. 
The  child  runs  away,  etc. 
The  nurse  runs  away,  etc. 
The  dog  runs  away,  etc. 
The  cat  runs  away,  etc. 
The  rat  runs  away,  etc. 

The  cheese  stands  alone! 
The  cheese  stands  alone! 
Heigh-ho,  the  derry-o, 
The  cheese  stands  alone! 


(Child  chooses  a  nurse) 
(Nurse  chooses  a  dog) 
(Dog  chooses  a  cat) 
(Cat  chooses  a  rat) 
(Rat  chooses  a  cheese) 


(All  Clap) 
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MULBERRY  BUSH 

10  or  more  players  Indoors  or  outdoors 

All  the  players  get  in  a  circle,  join  hands  and  skip 
around  while  they  sing,  "Here  we  go  round  the  mul- 
berry bush,  etc." 

When  they  sing  of  the  things  they  do,  they  stop 
skipping,  and  let  go  of  each  other's  hands.  Here  they 
act  out  the  things  they  do,  like  washing  clothes,  ironing 
clothes,  scrubbing  floors,  and  so  on.  The  words  of  the 
song  will  tell  what  to  do.  Here  they  are: 

Here  we  go  round  the  mulberry  bush, 
The  mulberry  bush,  the  mulberry  bush, 
Here  we  go  round  the  mulberry  bush, 
So  early  in  the  morning. 

This  is  the  way  we  wash  our  clothes, 
Wash  our  clothes,  wash  our  clothes, 
This  is  the  way  we  wash  our  clothes, 
So  early  Monday  morning. 

This  is  the  way  we  iron  our  clothes, 
This  is  the  way  we  iron  our  clothes, 
Iron  our  clothes,  iron  our  clothes, 
So  early  Tuesday  morning. 

This  is  the  way  we  scrub  our  floor,  etc. .  + . 
So  early  Wednesday  morning. 

This  is  the  way  we  mend  our  clothes,  etc 

So  early  Thursday  morning. 

This  is  the  way  we  sweep  our  house,  etc 
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So  early  Friday  morning. 

This  is  the  way  we  bake  our  bread,  etc. . . . 
So  early  Saturday  morning. 

This  is  the  way  we  go  to  church,  etc 

So  early  Sunday  morning. 

Some  players  like  to  join  hands  after  each  verse,  and 
sing  the  first  verse  over  again.  It  can  be  played  that 
way,  too. 

SHADOW  GUESS  WHAT 

6  to  30  players  Indoors 

For  this  amusing  game  you  will  need  a  sheet,  a  light, 
and  various  objects  that  will  cast  shadows  on  the  sheet 
Hang  the  sheet  up  in  a  doorway,  and  put  a  strong  lamp 
or  flashlight  behind  the  sheet.  Then  get  together  a 
number  of  objects  such  as  a  carrot,  shoe,  scissors,  bottle, 
etc. 

Darken  the  room  that  the  other  girls  are  sitting  in. 
Then  turn  on  the  light  behind  the  sheet  and  hold  up  the 
objects  so  that  their  shadows  fall  on  the  sheet.  The 
players  will  have  to  guess  what  each  object  is.  If  you 
divide  the  guessers  into  two  teams,  the  team  that  gets 
the  correct  answer  first  the  most  times  wins. 

Still  another  way  to  play  the  game  is  to  guess  each 
others  shadows.  You  can  make  up  disguises  for  your- 
selves to  change  your  shapes.  For  instance,  you  can 
stuff  pillows  under  your  dress,  or  put  on  a  false  nose,  or 
wear  a  mop  on  your  head  for  hair.  The  person  or  team 
that  guesses  the  most  players  wins. 
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BIRD,  BEAST  OR  FISH 

9  to  S3  players  Indoors  or  outdoors 

Divide  the  group  into  teams  of  equal  number.  One 
person  acts  as  the  judge.  She  doesn't  belong  to  any 
team. 

Each  team  sends  one  player  to  the  judge,  who  tells 
them  what  animal,  bird  or  fish  they  will  be.  She  may 
say,  "Bluejay,"  or  "Lion,"  or  "Monkey,"  or  any  other 
creature  she  chooses.  She  tells  the  same  name  to  all  of 
them,  very  quietly  so  that  the  other  players  cannot  hear. 

Then  the  players  go  back  to  their  teams  and  try  to 
act  out  the  animal  they  are  supposed  to  be.  The  other 
members  of  each  team  have  to  guess  the  name  of  the 
animal.  They  are  allowed  to  ask  questions,  but  the 
answers  to  the  questions  must  be  acted  out,  not  spoken. 
For  example,  a  girl  may  ask,  "How  do  you  eat?"  The 
player  acting  out  an  animal  must  eat  the  way  that  par- 
ticular animal  eats. 

The  first  team  to  guess  wins.  Then  another  member 
of  each  team  goes  up  to  the  judge.  She  tells  them  an- 
other animal,  bird  or  fish  to  act  out.  The  team  that 
comes  in  first  10  times  is  the  grand  winner. 
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QUIET   GAMES 


These  "quiet"  games  (sometimes  called  "mental" 
games)  are  mostly  for  play  indoors,  although  some  of 
them  may  he  played  outdoors  also.  These  will  give  you 
a  chance  to  match  your  knowledge  and  wits  against  your 
friends'. 


FUNNY-GRAMS 

6  to  20  players  Indoors 

This  is  a  wonderful  game  for  older  girls  aged  10  to 
12.   Give  each  girl  a  sheet  of  paper  and  a  pencil. 

A  leader  reads  a  list  of  4  or  5  letters  of  the  alphabet. 
Each  girl  is  supposed  to  write  a  message  using  these 
letters  as  the  first  letter  of  each  word,  in  the  order  the 
letters  are  read. 

Suppose  the  letters  given  are  A,  B,  D  and  R.  One 
message  may  read,  "A  Bear  Does  Roar/'  Another  might 
be,  "Annie  Bathes  Daily,  Remember?" 

After  all  the  players  have  finished  making  up  their 
Funny-Grams,  they  take  turns  reading  them  out  loud, 
and  that's  when  the  real  fun  begins!  After  using  easy 
letters  to  begin  with,  you  can  try  some  with  a  Q,  Y,  J, 
etc.,  and  the  messages  will  get  even  sillier  and  funnier. 
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FORFEITS 

5  to  25  players  Indoors 

Forfeits  is  an  old,  old  game.  It  has  been  popular  for 
centuries  because  it's  such  fun! 

The  girls  each  put  a  piece  of  clothing,  jewelry  or 
some  personal  belonging  into  a  pile  on  the  floor.  Then 
one  girl  is  chosen  to  be  the  judge,  and  another  girl  to 
hold  up  the  "forfeits"  over  the  judge's  head. 

The  judge  sits  in  front  of  the  pile  and  cannot  see 
what  is  being  held  over  her  head.  As  the  sock,  or  neck- 
lace or  jump-rope  is  held  over  the  judge's  head,  the 
other  player  says,  "Heavy,  heavy  hangs  over  thy  head. 
What  shall  the  owner  do  to  redeem  her  forfeit?"  Then 
the  judge  commands  some  act  or  stunt  which  the  owner 
of  the  article  must  perform  to  get  back  her  property. 

Here  are  some  ideas  which  the  judge  may  use: 

1.  Try  to  stand  on  your  head. 

2.  Answer  "Yes"  to  every  question  asked  by  each 
girl  in  the  group. 

3.  Sing  a  song. 

4.  Tell  a  ghost  story. 

5.  Make  at  least  three  persons  laugh. 

6.  Dance  a  jig. 

7.  Make  up  a  very  funny  recipe. 

8.  Walk  across  the  room  on  your  knees. 

9.  Name  five  trees. 

Of  course,  the  judge  and  the  girl  who  is  holding  up 
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'Heavy,  heavy  hangs  over  thy  head.   What  shall  the 
owner  do  . . .  ?" 


the  forfeits  also  have  articles  in  the  pile,  and  they  must 
each  act  out  the  command  in  order  to  redeem  them. 
That's  the  best  fun  of  all! 
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AD  MIXUP 

5  to  25  players  Indoors 

For  this  game  you  will  have  to  collect  10  well-known 
ads,  which  you  can  cut  from  magazines.  Mount  the 
pictures  on  cardboard  or  heavy  paper  and  then  cut  each 
picture  into  four  pieces.  Mix  them  all  up  and  place 
them  on  a  table.  Then  number  each  piece  separately 
from  1  to  40. 

Give  each  girl  a  pencil  and  paper.  The  girls  are  to 
look  at  the  pictures,  but  they  may  not  touch  them.  They 
have  to  decide  which  pieces  go  together  to  form  the 
various  ads.  Then  they  write  down  the  numbers  of  the 
four  pieces  which  go  together  to  make  up  each  complete 
ad. 

For  example,  if  a  picture  of  a  chocolate  cake  has  been 
cut  up  into  four  pieces,  and  if  the  numbers  on  the  pieces 
are  10,  5, 1  and  8,  those  numbers  should  be  written  down 
together. 

The  first  player  to  get  all  the  ads  correct,  or  the 
largest  number  correct,  wins  the  game. 
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THIS  IS  MY  NOSE 

3  to  30  players  Indoors  or  outdoors 

Everyone  lines  up  facing  one  of  the  girls  who  is  "It." 

"It"  points  to  a  part  of  her  body,  but  calls  it  by  some 
other  name.  For  example  "It"  points  to  her  foot  and  at 
the  same  time  she  turns  to  another  player  and  says,  "This 
is  my  nose." 

Meanwhile  the  other  girls  start  quietly  counting  to 
10,  and  the  girl  who  was  pointed  at  must  answer  before 
the  number  10  is  counted.  But,  she  must  answer  in 
reverse! 

She  must  point  to  her  own  nose  and  say,  "This  is  my 
foot."  If  the  girl  does  not  answer  "correctly"  she  is  out 
of  the  game.  If  she  does  answer  correctly,  "It"  goes  on 
to  another  player,  and  tries  to  get  her  confused. 

"It"  may  continue  by  pointing  to  her  own  elbow  and 
saying,  "This  is  my  knee."  Then  the  person  addressed 
would  have  to  point  to  her  own  knee  and  say,  "This  is 
my  elbow." 

The  game  should  be  played  quickly,  so  that  it  is  hard 
to  keep  from  getting  mixed  up! 
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WHO'S  MISSING? 

10  to  30  players  Indoors  or  outdoors 

All  of  the  players  sit  around  the  room  on  chairs  or 
on  the  floor.  One  of  the  girls  is  selected  to  be  "It/*  and 
she  goes  out  of  the  room,  or  hides  her  eyes.  While  she 
is  gone,  another  girl  leaves  the  room  by  a  different  door, 
or  simply  hides  where  she  can't  be  seen.  Meanwhile,  all 
the  other  girls  exchange  places. 

Now  "It"  is  called  back  into  the  room.  She  must  look 
at  the  girls  and  see  how  quickly  she  can  find  out  "Who's 
Missing?"  This  is  a  lot  harder  than  it  sounds!  After  she 
finds  out,  the  missing  girl  becomes  "It,"  and  a  new  girl 
is  chosen  to  hide.  Each  time,  all  the  girls  must  change 
places. 

You  can  play  this  game  as  a  contest  by  letting  some- 
one time  each  player  with  a  watch  or  clock  that  has  a 
second-hand. 
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RUMOR 

8  to  SO  players  Indoors 

Divide  the  group  into  two  equal  teams.  The  first 
girls  of  each  team  get  together  and  make  up  a  message 
for  their  teams.  It  may  be  a  proverb  such  as,  "A  bird  in 
the  hand  is  worth  two  in  the  bush,"  or  it  may  be  a  line 
from  a  song,  or  even  an  original  sentence  that  these  two 
players  make  up. 

They  write  two  copies  of  the  message  on  two  slips 
of  paper,  fold  the  papers  and  give  one  to  the  last  player 
of  each  team.  Then  the  two  first  girls  go  back  to  the 
head  of  their  teams. 

At  a  signal,  the  first  player  on  each  team  whispers 
the  message  to  the  player  next  to  her.  This  girl  whispers 
the  message  to  the  third  girl.  The  message  is  passed  from 
girl  to  girl  until  the  last  girl  gets  the  message. 

When  both  teams  are  finished,  the  last  girl  of  each 
team  says  out  loud  the  message  she  has  heard.  Then 
they  open  up  the  slips  of  paper  and  read  what  the 
original  message  was.  They  are  usually  quite  different! 
The  team  that  gets  the  message  correct,  or  more  nearly 
correct,  wins. 

Now  the  last  player  becomes  the  first  player,  and 
the  two  new  first  players  decide  on  another  message.  The 
game  is  played  over  and  over  again  until  everyone  has 
had  a  chance  to  make  up  a  message. 


•  Quiet  Games  •  179 


I  SPY 

2  to  any  number  Indoors  or  outdoors 

One  player  starts  off  by  thinking  of  an  object  in  the 
room.  When  she  has  the  object  in  mind  she  says,  "I 
spy."  Then  it  is  up  to  the  rest  of  the  players  to  guess 
what  she  is  thinking  of.  They  ask  questions,  but  the 
questions  can  only  be  answered  by  the  words  "Yes"  or 
"No." 

The  game  can  be  made  even  more  exciting  if  the 
object  is  not  in  the  room.  If  the  object  is  somewhere 
else,  the  person  thinking  of  the  object  must  tell  where 
it  is.  For  instance,  if  it  is  the  Liberty  Bell,  then  she  gives 
the  other  players  a  clue  when  she  says  it  is  in  Phila- 
delphia. 

It  usually  takes  longer  for  the  group  to  think  of  an 
object  that  isn't  right  in  the  very  room,  but  the  guesses 
are  funnier.  Try  it  and  see! 

TIT-TAT-TOE 

Sto  6  players  Indoors 

Get  a  large  sheet  of  paper  and  draw  a  circle  on  it. 
Then  put  a  big  dot  in  the  center,  and  draw  lines  from 
the  dot  to  the  edge  of  the  circle.  When  it  is  finished  it 
should  look  like  a  pie  with  about  eight  or  nine  slices. 
Put  a  number  in  each  slice.  Put  a  number  in  each  sec- 
tion. 

Each  girl  takes  a  turn  at  closing  her  eyes,  or  blind- 
folding herself,  and  then  jabbing  at  the  circle  with  a 
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pencil.  She  holds  the  pencil  up  in  the  air  and  says,  "Tit- 
tat-toe,"  and  then  puts  her  pencil  down  on  the  paper, 
trying  to  land  inside  the  circle.  If  her  pencil  point  makes 
a  dot  within  a  section  of  the  circle,  she  writes  down  her 
initials  in  that  section.  However,  if  her  pencil  lands 
outside  the  circle,  or  on  a  line,  or  in  a  section  which 
already  has  someone's  initials,  she  does  not  score  and 
the  next  girl  gets  a  turn. 

Each  player  keeps  a  list  of  the  numbers  she  taps. 
Then  when  all  the  numbers  have  been  tapped  the 
players  each  add  up  their  numbers.  The  girl  with  the 
highest  score  wins.  And  here  is  something  important 
to  remember.  If  a  player  touches  the  very  center  of  the 
circle,  she  wins  right  away! 
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FEEL  IT 

5  or  more  players  Indoors 

Here's  a  game  to  play  while  you're  sitting  around  a 
table.  Everyone  needs  a  pencil  and  a  sheet  of  paper,  and 
the  leader  or  hostess  has  a  big  bag  of  objects.  She 
passes  each  object  around  under  the  table  so  no  one  can 
see  it. 

Each  girl  feels  it  and  then  passes  it  under  the  table 
to  the  next  girl.  The  leader  takes  it  from  the  last  player 
without  letting  anyone  see  it. 

After  each  girl  has  held  and  felt  each  object,  she 
writes  down  what  she  thinks  the  object  is.  The  player 
with  the  largest  number  of  correct  answers  wins. 

Some  of  the  objects  you  can  pass  around  are  an  ap- 
ple, a  peach,  a  carrot,  a  glove,  a  fork,  a  shoelace,  a 
paper  clip,  an  eraser,  a  leaf,  or  a  handkerchief.  You'll 
think  of  many  other  small  objects  that  you  can  easily 
find  around  the  house. 
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CAMOUFLAGE 

5  to  25  players  Indoors 

You  will  have  to  prepare  in  advance  for  this  game, 
and  that's  part  of  the  fun.  You  must  hide  small  objects 
all  around  a  room,  but  place  them  where  they  can  be 
seen.  They  are  "hidden"  by  being  placed  next  to  some- 
thing else  with  the  same  color.  For  example,  a  green 
leaf  is  put  against  a  green  curtain,  or  a  brown  string  is 
laid  on  top  of  a  brown  rug,  a  strip  of  scotch  tape  is 
stuck  to  a  lamp  base,  etc. 

Keep  a  list  of  the  objects  and  where  you  have  hidden 
them.  Then  give  paper  and  pencils  to  the  other  players. 
The  players  walk  about  the  room  trying  to  find  and 
write  down  the  names  of  all  the  "hidden"  objects.  Set 
a  time  limit  of  about  15  minutes.  Of  course  the  time 
limit  will  be  longer  if  you  have  many  objects  to  be 
found.  When  the  time  is  up  the  player  who  has  found 
the  most  objects  is  the  winner. 
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ALPHABET  TRAIN 

10  or  more  players  Indoors 

All  the  players  sit  around  in  a  circle.  The  first  girl 
starts  out  by  saying*  "My  train  is  carrying  apples."  She 
uses  any  word  beginning  with  the  letter  "A." 

Then  the  next  player  must  use  a  word  beginning 
with  "B."  She  may  say,  "My  train  is  carrying  bunnies." 

The  third  player  must  name  something  beginning 
with  "C."  She  may  say,  "My  train  is  carrying  crocodiles." 

The  game  goes  on  around  and  around  until  the  al- 
phabet is  finished.  A  player  who  cant  think  of  a  word 
leaves  the  game.  Those  who  are  in  the  game  after  the 
alphabet  has  been  completed  can  start  all  over  again, 
but  they  can't  use  words  that  have  been  given  before. 

Better  brush  up  on  words  beginning  with  Q,  X, 
and  Z! 
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TEAKETTLE 

3  to  50  players  Indoors  or  outdoors 

Here  is  a  game  for  9  to  12  year  olds. 

One  of  the  players  leaves  the  room.  The  rest  of  the 
group  then  decides  upon  some  word.  It  is  a  word  that 
sounds  like  some  other  word,  but  has  a  different  mean- 
ing. For  example  it  may  be  "blue"  which  sounds  like 
"blew."  Or  it  may  be  "tide"  that  sounds  like  "tied." 
There  are  many  such  words.  Let  us  imagine  that  your 
group  uses  "tide." 

The  player  who  left  the  room  returns.  The  group 
then  will  use  sentences,  but  instead  of  the  words  "tide" 
or  "tied,"  it  will  use  the  word  "teakettle."  The  player 
who  is  "it"  must  figure  out  the  correct  word. 

You  may  use  sentences  like  these:  "The  teakettle 
(tide)  came  in  so  fast  we  were  almost  drowned."  "The 
two  players  teakettle  (tied)  for  first  place."  "The  horse 
was  teakettle  (tied)  to  the  post." 

The  game  goes  on  until  "It"  guesses  the  word.  Then 
the  player  whose  sentence  gave  the  clue  becomes  "It," 
and  has  to  leave  the  room  as  the  group  decides  upon 
some  other  word. 
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SMELL  IT 

3  to  20  players  Indoors 

If  you  have  a  bad  cold,  you  probably  won't  do  well 
at  this  game!  But  those  who  can  smell  will  enjoy  playing 
"Smell  It." 

There  is  a  little  bit  of  advance  preparation.  One  or 
two  girls  will  have  to  select  objects  that  have  a  smell. 
Then  they  have  to  wrap  these  objects  in  a  few  layers  of 
tissue  paper  so  that  the  other  players  cannot  see  the 
object  or  recognize  it's  shape.  Put  pinholes  through  the 
paper  to  help  the  smell  come  through. 

Some  of  the  objects  you  can  use  are  soap,  onion, 
banana,  clove,  garlic,  cinnamon,  powder,  orange,  cho- 
colate, perfume,  etc.  You  can  find  many  good  ones 
around  the  house. 

Put  these  wrapped  objects  on  a  table  and  place  a 
number  beside  each  one.  The  players  each  have  a  pencil 
and  sheet  of  paper  upon  which  to  write  the  correct 
object  after  the  number.  No  one  may  touch  the  objects- 
all  you  can  do  is  sniff  and  smell  them!  The  player  with 
the  greatest  amount  of  correct  objects  wins. 
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This  is  a  game  to  show  you  how  wrong  your  sense  of 

smell  can  be. 
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INDIAN  PRINCESS 

10  to  30  players  Indoors 

All  the  players  sit  around  in  a  circle.  One  girl  goes 
out  of  the  room.  While  she  is  out  the  rest  of  the  players 
choose  a  girl  to  be  the  Indian  Princess.  Then  the  girl 
who  left  the  room  comes  back. 

She  finds  everyone  doing  the  same  thing.  First  every- 
one is  clapping  hands.  Then  suddenly  it  changes  to 
everyone  shaking  their  heads,  then  they  all  wave  their 
arms.  They  all  change  from  one  motion  to  another  at 
the  same  time.  The  girl  who  left  the  room  must  try  to 
find  out  which  girl  is  the  Indian  Princess,  who  is  re- 
sponsible for  leading  and  changing  the  motions. 

The  other  players  are  very  careful  in  watching  the 
movements  of  the  Indian  Princess,  but  they  try  not  to 
look  at  her  as  they  copy  the  things  she  does. 

The  girl  who  is  guessing  must  watch  carefully,  too. 
When  she  guesses  correctly,  the  Indian  Princess  be- 
comes the  guesser  and  leaves  the  room.  Someone  else 
is  then  chosen  to  be  the  new  Indian  Princess. 
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WHO  IS  MY  NEIGHBOR? 

8  to  30  players  Indoors  or  outdoors 

This  is  a  voice  guessing  game  which  can  only  be 
played  by  girls  who  know  one  another  well. 

Arrange  half  as  many  chairs  as  you  have  players. 
For  example,  if  you  are  playing  with  20  players,  have 
10  chairs.  You  can  also  play  without  chairs  by  simply 
having  the  players  sit  on  the  floor  or  ground. 

Half  of  the  players  sit  down  and  blindfold  them- 
selves. Then  each  standing  player  will  walk  over  and 
stand  beside  one  of  the  seated  girls. 

The  game  starts  when  one  of  the  standing  girls  sings 
part  of  a  song  to  her  neighbor.  The  blindfolded  girl 
must  guess  who  her  singing  neighbor  is.  She  may  take 
several  guesses.  As  soon  as  she  guesses  correctly  she 
takes  off  the  blindfold. 

Then  the  next  standing  player  sings  part  of  a  song, 
and  her  neighbor  must  guess  who  is  singing.  As  soon  as 
all  the  sitting  players  guess  who  their  neighbors  are,  the 
players  switch  sides.  The  standing  players  now  sit  with 
blindfolds  on,  and  the  sitting  players  stand  and  sing. 

It's  perfectly  fair  to  disguise  your  voice  so  that  your 
neighbor  will  have  a  hard  time  guessing  who  you  are. 
If  the  girls  want  to  find  out  which  side  has  the  best 
guessers,  let  someone  keep  track  of  the  time  it  takes 
each  team  to  finish  guessing. 
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RHYTHM 

4  to  20  players  Indoors  or  outdoors 

Here's  an  interesting  game  for  girls  9  to  12  years  old. 
Everyone  gets  in  a  circle,  sits  down,  and  each  girl  counts 
off  a  number  beginning  with  one.  If  there  are  12  girls 
playing  the  game  the  numbers  from  1  to  12  will  be  used. 
Everyone  must  remember  her  number. 

The  player  who  called  off  number  1  starts  by  clap- 
ping her  hands  twice.  Then  she  calls  off  her  own  num- 
ber. Upon  hearing  her  number  everyone  in  the  group 
claps  twice  at  the  same  time.  But  on  the  next  beat  num- 
ber 1  snaps  her  fingers  twice,  and  calls  off  the  number 
of  some  other  player.  The  other  players  snap  their 
fingers  with  number  1,  but  they  listen  to  hear  the  num- 
ber she  is  going  to  call  out.  The  player  whose  number 
was  called  must  be  ready  to  call  out  her  own  number 
at  the  next  beat,  and  continue  doing  what  number  1  did. 

Remember  that  everyone  claps  hands  and  snaps 
fingers  together  without  missing  a  beat.  This  is  how  it 
goes: 

Everyone  claps  twice  (CLAP,  CLAP).  Then  the 
player  whose  number  was  called  calls  out  her  own  num- 
ber twice  (1,  1).  Then  they  all  snap  fingers  twice 
(SNAP,  SNAP).  Then  the  player  calls  out  the  number 
of  some  other  player.  In  this  case  let's  say  she  called 
out  (4,  4).  Then  player  number  4  must  be  ready  to 
clap  her  hands  twice,  call  out  her  own  number  twice, 
snap  her  fingers  twice,  and  call  out  the  number  of  some 
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other  player.  This  must  all  be  done  in  rhythm  without 
missing  a  beat.  So  be  on  your  toes. 

If  a  player  misses  her  number  then  she  is  out  of  the 
game.  The  last  player  left  wins.  Be  sure  to  practice  a  few 
times  so  that  everyone  understands  the  game. 


GEOGRAPHY 

4  to  14  players  Indoors 

Here  is  a  good  game  for  10  to  12  year  olds  to  make 
use  of  their  knowledge  of  geography.  The  group  forms 
a  circle  and  one  player  starts  the  game  by  saying  the 
name  of  a  city.  The  next  girl  in  the  circle  must  then 
give  the  name  of  any  city,  state  or  country  beginning 
with  the  last  letter  of  the  city. 

Let's  say  the  first  girl  starts  with  "Chicago.''  The 
next  girl  must  give  a  name  starting  with  an  "O."  She 
might  say  "Oklahoma."  Then  the  third  girl  will  have  to 
start  her  name  with  "A."  She  might  say  "Australia." 

The  fourth  player  might  say  "Akron."  Then  the  fifth 
player  could  say  "Norway,"  and  so  on.  No  name  can 
be  used  twice. 

When  a  girl  can't  think  of  a  name  beginning  with 
the  last  letter  of  the  one  just  given,  she  must  drop  out 
of  the  game.  When  only  one  player  is  left  she  is  the 
winner.  After  a  while  the  group  may  want  to  set  a  time 
limit  for  each  turn.  You  can  do  this  by  having  everyone 
clap  hands  ten  times,  and  if  the  player  can't  think  of  a 
geographical  name  within  that  time,  she  is  out. 
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MATCHING  WORDS 

4  to  any  number 


Indoon 


There  are  a  great  many  expressions  in  our  language 
that  we  use  every  day.  This  game  will  give  you  an  idea 
of  how  many  you  know. 

The  leader  passes  a  sheet  of  paper  and  pencil  to  each 
player.  Then  she  asks  a  question  such  as  "What  goes 
with  salt?"  Most  players  will  think  of  "pepper."  Or  what 
goes  with  "black."  The  answer  would  be  "white."  The 
players  write  down  their  answers  as  the  leader  quickly 
calls  out  the  words  to  be  matched.  The  girl  with  the 
longest  list  of  correct  words  is  the  winner. 

Here  are  some  combinations  for  you  to  start  off  with: 
Cats  and  dogs 
Ham  and  eggs 
Bread  and  butter 
Adam  and  Eve 
Soap  and  water 
Right  and  wrong 
Hide  and  seek 
Boys  and  girls 
Big  and  little 
Thunder  and  lightning 
Hands  and  feet 
Weak  and  strong 
High  and  low 
First  and  last 
Hat  and  coat 
Shoes  and  socks 
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DITTO 

10  to  SO  players  Indoors  or  outdoors 

Ditto  is  a  very  funny  game,  but  it  is  hard  on  the 
players  because  they  aren't  allowed  to  laugh.  Here's  how 
it  goes. 

All  the  players  sit  close  together  in  a  circle.  A  player 
starts  the  game  by  turning  to  her  neighbor  on  the  right 
and  doing  something  to  her.  She  may  squeeze  her  arm, 
or  muss  up  her  hair,  or  straighten  her  dress,  or  make  a 
funny  face  at  her.  Whatever  she  does,  the  neighbor 
must  do  to  her  own  right  hand  neighbor,  and  that  girl 
must  do  the  same  thing  to  her  next  neighbor. 

This  goes  on  all  around  the  circle  until  it  gets  back 
to  the  first  girl.  Anyone  who  laughs  is  out  of  the  game. 
Or  instead  that  person  can  pay  a  forfeit  to  stay  in  the 
game  (see  "Forfeits,"  page  174 ). 

The  player  to  the  right  of  the  first  person  to  start 
the  game  then  has  a  chance  to  do  something  else  to  her 
neighbor,  and  the  game  goes  on. 
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TWENTY  QUESTIONS 

5  to  30  players  Indoors 

While  "It"  is  sent  out  of  the  room,  the  rest  of  the 
players  get  together  and  decide  upon  some  person,  place 
or  object.  As  soon  as  they  decide,  they  call  "It"  in. 

"It"  must  now  guess  what  the  object  is.  In  order  to 
guess  she  may  ask  20  questions,  no  more.  She  may,  how- 
ever, guess  it  in  less  than  20  questions  if  she  can.  She 
must  ask  questions  which  can  be  answered  by  either 

c<  »  tt  *9 

yes    or    no. 

Let  us  imagine  that  your  group  has  chosen  Abraham 
Lincoln  as  the  person  to  be  guessed.  "It"  comes  in  and 
goes  around  the  room  asking  each  player  one  question. 
This  is  how  the  game  might  go: 

"Is  it  a  person?" "Yes." 

"Alive?"  "No." 

"Is  this  person  an  American?" "Yes." 

A  manr     Yes. 

"Was  this  person  a  writer?" "No." 

"Was  he  a  scientist?" "No." 

"Was  he  a  statesman,  or  in  politics?" "Yes." 

"Was  he  ever  president  of  the  United 

States?"   "Yes." 

"Was  it  Roosevelt?" "No." 

"Did  he  live  during  the  Civil  War?" "Yes." 

"Was  he  responsible  for  freeing  the 

slaves?"   "Yes." 

"Was  it  Abraham  Lincoln?" "Yes." 
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This  was  guessed  in  12  questions.  In  this  case  "It" 
wins.  If  "It"  hadn't  guessed  Abraham  Lincoln  in  20 
questions,  then  "It"  would  have  lost. 


TEST  YOUR  MEMORY 

5  to  20  players  Indoors 

Arrange  about  15  objects  on  a  table.  The  objects 
can  be  a  pencil,  a  hat,  a  carrot,  dish,  pin,  ribbon,  brace- 
let, ring,  spool  of  thread,  etc.  After  you  have  set  them 
out,  cover  them  with  a  cloth.  If  you  do  not  have  a  cloth 
handy,  the  players  can  stand  with  their  backs  to  the 
objects,  so  they  cannot  see  them  until  the  signal  is 
given. 

Supply  each  girl  with  a  sheet  of  paper  and  a  pencil. 
The  players  gather  around  the  covered  objects.  When 
you  give  the  signal,  or  take  off  the  cover,  the  other  girls 
carefully  and  quickly  study  the  objects.  In  exactly  one 
minute  you  must  cover  up  the  objects,  or  tell  the  girls 
to  turn  their  backs. 

Then  the  girls  must  each  write  down  as  many  of 
the  objects  as  they  can  remember.  The  player  with  the 
longest  list  of  correct  objects  wins. 


•  Quiet  Games  •  195 


THE  MIND  READER 

4  or  more  players  Indoors 

Here's  a  clever  game  of  mind  reading  that  keeps 
most  players  guessing.  To  begin  with,  everyone  but  the 
Mind  Reader  is  given  a  small  square  of  paper  and  a 
pencil.  Each  player  is  to  write  a  word  or  a  short  sentence 
on  her  paper.  Then  each  player  folds  her  paper  in  quar- 
ters, so  they  all  look  alike  from  the  outside. 

Now,  we  may  as  well  tell  you  that  one  of  the  players 
is  really  working  in  "cahoots"  with  the  Mind  Reader. 
(That  means  that  secretly  they  are  partners.)  This  girl 
collects  the  folded  papers,  and  makes  sure  to  put  her 
own  at  the  bottom  of  the  pile  when  no  one  is  looking. 
Her  message  is  part  of  the  "cahoots."  She  and  the  Mind 
Reader  both  know  what  it  is,  as  they  have  decided  on 
it  beforehand! 

Now  the  Mind  Reader  takes  the  papers.  She  takes 
the  one  on  top  of  the  pile  and  presses  it  to  her  forehead 
as  if  the  message  is  going  through  into  her  head.  Then 
she  says  the  message  of  the  girl  who  is  in  "cahoots" 
with  herl 

Of  course,  the  girl  in  "cahoots"  says  that  it  was  her 
message,  and  the  Mind  Reader  then  opens  up  the  paper 
she  had  held  to  her  head,  as  if  to  check.  But  she  really 
does  it  to  see  what  the  next  message  is  I  Then  she  presses 
the  second  paper  to  her  forehead,  and  says  the  words 
she  has  just  read  on  the  first  paper.  Another  player 
recognizes  it  as  her  own,  and  claims  it.  Then  in  order  to 
check  on  it,  the  Mind  Reader  opens  the  next  piece  of 
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The  Mind  Reader  works  in  a  mysterious  way. 


paper,  and  learns  what  the  third  message  is.  This  goes 
on  until  all  the  papers  have  been  read. 

Everyone  has  a  hard  time  trying  to  find  out  how  the 
Mind  Reader  really  does  it! 
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BLACK  MAGIC 

5  or  more  players  Indoors 

Here  is  another  game  to  play  in  "cahoots."  Two  of 
the  girls  are  partners,  but  the  rest  of  the  players  do  not 
know  it.  One  of  the  partners  leaves  the  room  while  the 
rest  of  the  players  place  three  objects  on  the  floor.  They 
decide  which  object  the  girl  outside  should  guess,  and 
then  they  call  her  in. 

The  player  who  is  to  guess  studies  the  three  objects 
very  carefully,  as  if  she  is  trying  to  concentrate  on  the 
right  one.  But  she  is  really  watching  her  partner's 
thumbs.  If  the  object  on  the  right  was  chosen  the  part- 
ner s  thumbs  are  crossed  so  the  right  one  is  over  the 
left.  If  the  object  on  the  left  was  chosen  the  left  thumb 
is  over  the  right  one.  If  it  was  the  middle  object,  then 
both  thumbs  are  held  together,  side  by  side. 
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EASY   GAMES 


These  games  were  especially  chosen  for  girls  in  the 
6-to-8-year  group.  Older  girls  will  enjoy  them  too,  just 
as  many  of  the  games  in  other  sections  are  also  suitable 
for  6-  to  8-year-old  girls.  But  these  games  are  all  sure- 
fire favorites  and  are  simple  enough  for  younger  girls 
to  learn  quickly  and  easily. 


I  SAY  STOOP 

5  or  more  players  Indoors  or  outdoors 

All  players  stand  in  a  circle  with  a  leader  in  the 
center.  When  the  leader  calls  out,  "I  say  Stoop"  she 
stoops  and  then  stands  up  again.  When  she  does  this, 
all  the  other  players  should  do  the  same  thing. 

But  then  the  leader  tries  to  fool  the  players.  She 
stoops  and  stands  up,  exactly  as  she  did  before,  but  this 
time  she  says,  "I  say  Stand."  Those  who  stoop  when  the 
leader  says  "Stand,"  even  though  the  leader  stooped,  are 
out  of  the  game.  The  secret  of  the  game  is  to  do  only 
what  the  leader  says,  not  what  she  does! 

The  game  continues  until  only  one  girl  is  left  in  the 
game.  She  is  the  leader  for  the  next  game. 
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THE  HOPPING  GAME 

5  or  more  players  Outdoors 

All  the  players  but  one  line  up  side  by  side.  The 
extra  girl  faces  them.  She  starts  by  saying,  "I  spy." 

The  others  ask,  "Who  do  you  spy?" 

She  answers,  "A  little  girl  with  blue  eyes,"  or  what- 
ever is  the  color  of  the  eyes  of  the  girl  she  selects. 

The  others  ask,  "What's  her  name?"  and  she  answers 
with  the  name  of  the  girl. 

Then  the  girl  who  was  chosen  stands  on  one  leg  and 
hops  out  of  the  line  toward  the  girl  in  front.  She  holds 
her  hands  in  front  of  her  the  way  players  do  in  playing 
"clap  hands."  The  other  girl  does  the  same  thing. 

When  the  two  girls  get  close  to  each  other  they  try 
to  throw  each  other  off  balance.  However,  they  can  only 
touch  each  other  by  slapping  hands.  The  girl  who  is  the 
first  to  lose  her  balance  and  put  her  second  foot  down 
on  the  ground  gets  back  into  the  line.  Then  the  winner 
is  the  one  to  say,  "I  spy." 

Sometimes  one  girl  has  a  chance  to  say,  "I  spy,"  many 
times  before  she  is  defeated. 
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MUSICAL  CHAIRS 

6  to  40  players  Indoors 

Here  is  an  old  favorite  that  is  sometimes  called  "Go- 
ing to  Jerusalem."  If  you  don't  have  a  radio,  record 
player,  or  musical  instrument  have  someone  hum  or  sing 
a  tune. 

Line  up  a  row  of  chairs  with  alternate  chairs  facing 
in  opposite  directions.  If  the  seat  of  one  chair  is  facing 
north,  then  the  seat  of  the  chair  next  to  it  should  be 
facing  south.  Now  be  sure  to  have  one  chair  less  than 
the  number  of  players.  If  you  have  10  players  have  only 
nine  chairs.  This  is  important. 

As  soon  as  the  music  starts  all  the  players  begin  to 
walk  single  file  around  and  around  the  chairs.  Suddenly 
the  music  stops.  There  is  a  big  scramble  for  seats.  One 
person  is  left  without  a  seat,  and  that  player  must  leave 
the  game.  Then  a  chair  is  taken  away,  so  there  is  still 
one  chair  less  than  the  number  of  players. 

The  music  starts  again.  The  players  walk  around,  and 
then  the  music  stops.  All  try  to  grab  seats.  The  player 
without  one  leaves  the  game,  and  another  chair  is  taken 
away.  This  goes  on  until  there  are  two  players  walking 
around  one  chair.  It  gets  pretty  exciting  at  this  point. 
When  the  music  stops  the  player  lucky  enough  to  get 
into  the  chair  wins. 
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DRESS  UP  RELAY 

6  to  30  players  Indoors  or  outdoors 

Here's  a  game  that  will  make  everyone  laugh.  Before 
you  begin,  make  sure  that  each  player  has  an  extra  item 
of  clothing  which  she  can  use  in  the  game. 

Divide  the  group  into  equal  teams.  Each  team 
chooses  a  captain  who  should  stand  about  30  feet  away. 
At  a  given  signal  the  first  girl  on  each  team  runs  up  to 
her  captain  and  puts  a  piece  of  clothing  on  her,  such  as 
a  hat,  shoe,  scarf,  pocketbook,  umbrella,  etc.  Then  she 
runs  back  and  tags  the  second  girl  on  her  team. 

The  second  girl  runs  to  the  captain,  adds  her  article 
of  clothing,  and  runs  back  to  tag  the  third  girl.  The 
third  girl  dresses  the  captain  some  more,  and  so  on  until 
each  member  of  the  team  has  added  an  item  of  clothing. 
You  can  imagine  what  the  captain  looks  like  after  every- 
one on  the  team  has  had  a  chance  to  help  dress  her  up! 

The  team  that  finishes  first  wins. 
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The  captain  is  certain  to  keep  warm  in 
"Dress  Up  Relay." 
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CHARLEY  OVER  THE  WATER 

8  to  14  players  Indoors  or  outdoors 

All  the  players  form  a  circle  and  hold  hands.  One 
player  stands  in  the  middle.  She  is  called  "Charley." 
The  players,  still  holding  hands,  skip  around  in  a  circle 
calling  out: 

Charley  over  the  water, 
Charley  over  the  sea, 
Charley  caught  a  great  big  fish, 
But  cant  catch  me. 

Just  as  soon  as  the  players  finish  singing,  they  stoop. 
They'd  better  do  this  quickly,  because  Charley  will  try 
to  tag  any  player  before  she  stoops!  If  Charley  does  tag 
a  player  then  that  player  changes  places  with  Charley. 
If  Charley  can't  catch  another  player  she  just  remains 
Charley,  and  the  game  continues. 
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TAG  THE  OBJECT 

8  to  25  players  Indoors  or  outdoors 

All  the  players  get  into  a  circle  with  "It"  in  the  mid- 
dle. An  object,  such  as  a  ball,  hat  or  stone,  is  passed 
around  from  one  player  to  the  next.  "It"  must  try  to  tag 
the  player  who  is  holding  the  object.  But,  of  course  the 
players  pass  the  object  around  very  quickly,  so  that  "It" 
really  has  to  be  on  her  toes. 

The  girl  who  is  tagged  while  holding  the  object  be- 
comes "It"  and  goes  into  the  center  of  the  circle.  The 
former  "It"  joins  the  other  players. 
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STOP  AND  LISTEN 

3  to  40  players  Indoors  or  outdoors 

This  game  can  be  played  almost  any  place  where 
there  are  things  to  tap.  One  player  is  chosen  to  do  the 
tapping  while  the  others  guess.  The  tapper  stands  be- 
hind the  other  players,  and  they  must  not  try  to  turn 
around.  Then  she  taps  various  objects. 

She  can  tap  anything  she  wants.  She  may  tap  the 
window.  She  may  tap  the  floor,  or  a  pot,  or  a  lamp 
shade,  or  a  newspaper.  If  she  is  outdoors  she  can 
scratch  the  bark  of  a  tree,  or  tap  the  sidewalk,  or  fence. 

The  first  person  to  guess  what  the  sound  is  has  a 
turn  to  become  the  tapper.. 


ELECTRIC  SHOCK 

20  or  more  players  Indoors  or  outdoors 

Divide  the  group  into  two  equal  teams.  The  teams 
face  each  other,  and  the  players  on  each  team  stand  side 
by  side,  a  little  distance  apart. 

At  the  starting  signal  the  first  player  on  each  team 
taps  the  shoulder  of  the  girl  next  to  her.  The  second  girl 
quickly  taps  the  shoulder  of  the  third  girl.  The  third 
girl  taps  the  shoulder  of  the  fourth  girl. 

This  continues  until  the  end  girl  on  one  of  the  teams 
calls  out,  "Ouch!"  That  means  she  has  gotten  the  electric 
shock.  The  first  team  to  "feel"  the  electric  shock  wins. 
The  next  time  you  play  the  game,  the  head  girl  goes  to 
the  end  of  the  line  and  the  second  girl  becomes  first. 
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RING  ROPE 

10  to  25  players  Indoors  or  outdoors 

For  this  game  you  need  a  long  rope  with  its  ends 
tied  together.  All  the  players  stand  in  a  circle  holding 
the  rope  with  both  hands. 

Two  girls  walk  around  the  inside  of  the  circle.  They 
try  to  tap  the  hands  of  the  girls  holding  the  rope.  If  a 
player  thinks  her  hands  are  going  to  be  tapped,  she 
should  quickly  drop  the  rope,  because  the  girls  in  the 
middle  must  tap  hands  while  they  are  still  holding  the 
rope.  Of  course,  they  may  try  to  fool  the  players  by 
pretending  to  tap  one  girl's  hand,  and  then  really  tap- 
ping the  hand  of  the  girl  next  to  her! 

If  one  of  the  middle  players  taps  the  hand  of  a  girl 
who  is  still  holding  the  rope,  they  exchange  places  and 
the  girl  who  was  tapped  becomes  one  of  the  middle 
girls. 
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CAT  AND  MICE 

8  or  more  players  Indoors 

All  the  girls  but  one  sit  on  chairs  arranged  in  a  large 
circle.  In  the  middle  of  the  circle  there  is  a  table  and  the 
extra  girl  hides  under  it.  She  is  the  "Cat." 

As  soon  as  she  calls  out,  "Ready,"  two  or  three  girls, 
who  are  the  "Mice,"  walk  over  to  the  table  and  tap  on 
it.  They  stand  there  and  tap  until  the  "Cat"  cries  out, 
"I'm  going  to  catch  you!"  She  must  try  to  take  them  by 
surprise  as  she  jumps  out  from  under  the  table.  She 
jumps  out  quickly  and  tries  to  catch  one  of  the  "Mice" 
before  they  can  get  back  to  their  chairs  in  the  circle. 

If  the  "Cat"  catches  a  "Mouse"  she  takes  that  girl's 
chair  in  the  circle,  and  the  girl  becomes  the  next  "Cat." 
Otherwise  the  same  girl  remains  the  "Cat"  until  she  can 
catch  a  "Mouse."  However,  different  girls  should  have 
a  chance  to  be  "Mice"  even  if  the  other  "Mice"  were  not 
caught. 
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CALLING  NUMBERS 

3  to  7  players  Outdoors 

Each  player  takes  a  number,  starting  with  number  1. 
One  of  the  girls  is  chosen  leader  for  the  first  game.  She 
throws  a  ball  against  a  wall,  or  if  there  isn't  any  wall 
she  tosses  the  ball  up  into  the  air.  At  the  same  time  she 
calls  the  number  of  one  of  the  players. 

The  girl  with  that  number  must  run  forward  and 
catch  the  ball  before  it  bounces  twice.  If  she  catches  it 
on  the  fly,  she  gets  two  points.  If  she  catches  it  on  the 
first  bounce,  she  gets  one  point.  Otherwise  she  doesn't 
get  any  points. 

The  leader  must  be  sure  that  each  girl  gets  three 
turns,  and  then  the  girl  who  has  the  largest  number  of 
points  is  the  leader  for  the  next  game. 
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CATCHING  THE  STICK 

6  or  more  players  Indoors  or  outdoors 

For  this  game  you  will  need  a  cane,  or  a  yardstick,  or 
any  straight  stick  about  three  feet  high.  All  the  girls 
except  one  stand  around  in  a  circle.  The  extra  player 
stands  in  the  middle  of  the  circle.  She  stands  the  stick 
up  on  the  floor  and  holds  the  top  of  it  with  her  fingers. 
In  that  way  the  stick  won't  fall  over. 

The  players  standing  around  in  a  circle  take  numbers 
by  counting  off  beginning  with  "one."  Then  the  game 
is  ready  to  begin. 

The  girl  in  the  middle  calls  out  a  number,  and  takes 
her  hand  off  of  the  stick.  The  person  whose  number  is 
called  must  run  up  to  the  stick  as  fast  as  she  can  to  grab 
it  before  it  falls  on  the  ground. 

If  the  stick  hits  the  ground  before  the  player  can 
get  to  it,  then  she  must  go  back  to  her  place  in  the  circle. 
But  if  she  does  get  the  stick  before  it  falls,  she  changes 
places  with  the  girl  in  the  middle.  Then  the  new  middle 
girl  calls  out  numbers  and  holds  the  stick. 
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HOT  OR  COLD 

Any  number  of  players  Indoors  or  outdoors 

One  girl  leaves  the  room.  While  she  is  away,  the 
other  players  choose  some  object  for  her  to  guess  when 
she  comes  back.  You  can  choose  a  door,  a  vase,  a  pic- 
ture, a  pillow,  etc.  If  you  play  outdoors,  you  can  choose 
a  tree,  the  steps,  a  bush,  a  doorbell,  garage  doors,  etc. 

After  the  group  decides  on  the  object,  the  other  girl 
is  called  in.  She  must  try  to  guess  the  object.  When 
she  moves  towards  it,  the  group  says,  "Warm."  As  she 
gets  closer,  everyone  says,  "Warmer."  When  she  gets 
very  near  it  they  say,  "Hot." 

However,  if  she  is  far  away  from  the  object  every- 
one says,  "Cold."  If  she  then  moves  further  away,  they 
say,  "You're  getting  colder."  The  game  goes  on  until 
the  girl  guesses  the  object,  and  then  another  girl  takes 
a  turn. 

You  can  play  the  same  game  a  little  differently.  In- 
stead of  saying  "Hot,"  or  "Cold,"  you  all  hum.  The 
closer  the  girl  gets  to  the  object,  the  louder  everyone 
hums.  When  she  goes  farther  away  from  it  everyone 
hums  more  softly. 
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FOX  AND  GANDER 

4  to  10  players  Outdoors  or  in  a  large  room 

Two  players  are  selected  out  of  the  group.  One  is 
the  fox,  and  the  other  the  gander.  The  others  are  all 
geese.  The  geese  all  line  up  behind  the  gander,  each 
player  putting  her  hands  on  the  shoulders  of  the  girl  in 
front  of  her.  The  fox  faces  the  gander,  standing  five  feet 
away. 

Then  the  fox  says,  "Goosey,  goosey,  gander,"  which 
is  the  signal  to  begin.  The  fox  runs  over  and  tries  to  tag 
the  last  player  in  the  line. 

The  gander  spreads  her  arms  out  wide,  trying  to 
protect  her  flock  and  keep  the  fox  from  tagging  the  last 
goose.  The  line  of  geese  sway  from  side  to  side  to  pre- 
vent the  fox  from  tagging  the  last  goose. 

When  the  fox  does  tag  the  last  player,  the  fox  be- 
comes the  gander  and  stands  first  in  line.  The  last  player 
becomes  the  fox.  The  former  gander  is  now  second  in 
line,  and  everyone  else  shifts  down. 

This  is  a  game  with  lots  of  action,  and  everyone  has 
a  chance  to  be  the  fox,  the  gander,  and  one  of  the  geese. 
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Will  the  Fox  get  the  Goose?   Not  if  the  Gander  can 

help  it. 
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FOUR  UP 

10  or  more  players  Indoors 

This  is  a  good  game  to  play  in  a  classroom.  Here  is 
how  it  goes: 

Four  or  more  children  are  chosen  to  come  in  front 
of  the  room.  If  there  are  more  than  20  children  alto- 
gether, then  more  than  four  can  be  up.  The  others  then 
put  their  heads  down  on  their  desks,  and  are  not  allowed 
to  peek. 

Let  us  pretend  we  are  using  four  children  up,  for 
this  game.  The  four  then  tip-toe  around  the  room  as 
quietly  as  possible.  Each  one  lightly  taps  a  girl  and 
whispers,  "Someone  is  tapping  you/'  The  girl  who  was 
tapped  does  not  look  up.  She  remains  with  her  head  on 
the  desk  but  raises  her  hand  so  she  will  not  be  tapped 
twice.  Of  course,  the  tappers  try  to  disguise  their  voices. 
Then  the  four  tappers  go  back  to  the  front  of  the  room. 

Now  those  who  have  been  tapped  stand  up.  They  are 
supposed  to  guess  who  tapped  them,  but  each  has  only 
one  turn  to  guess.  The  tappers  don't  let  them  know  if 
their  guesses  are  right  or  not  until  all  have  had  a  chance 
to  guess.  Then  the  tappers  tell  the  players  if  they  were 
right  or  not. 

Those  who  guessed  correctly  change  places  with  the 
tappers.  Those  who  didn't  guess  right  sit  down  again, 
and  the  tappers  who  were  not  caught  are  tappers  again. 
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GIANT'S  CAVE 

5  to  25  players  Outdoors 

One  player  is  the  giant.  She  hides  behind  a  tree  or 
bush  or  near  a  fence.  The  other  girls  are  the  children. 
Each  one  has  her  own  goal  line  or  home  marked  off. 
Another  player  is  the  mother.  She  tries  to  warn  her 
children.  This  is  how  it  goes: 

The  children  all  call  out,  "Mother,  may  we  go  out 
to  play?"  Mother  answers,  "Yes,  but  don't  go  near  the 
giant's  cave."  Then  the  children  leave  their  "homes" 
and  run  about.  Some  may  go  as  near  as  they  can  to  the 
giant's  cave. 

The  giant  can't  go  out  until  the  mother  calls,  "Chil- 
dren, children,  hurry  home,  or  the  giant  will  catch  you." 
As  soon  as  the  Mother  says  that,  the  giant  rushes  out, 
and  tries  to  catch  as  many  children  as  she  can. 

Those  who  are  caught  become  giants,  too.  They  stay 
in  their  "homes,"  which  have  now  become  caves.  The 
game  becomes  more  exciting  because  there  are  more 
giants  nmning  out  from  many  places. 
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WHO'S  AFRAID  OF  THE  TIGER? 

10  or  more  players  Outdoors 

Two  goal  lines  are  marked  off  about  30  feet  from 
each  other.  All  the  players  except  one  stand  on  one  goal 
line.  The  extra  player  is  the  "Tiger."  She  stands  in  the 
middle  and  faces  the  players. 

When  she  calls,  "Who's  afraid  of  the  tiger?"  the  other 
players  answer  by  calling  out,  "No  one."  Then  they  run 
as  fast  as  they  can  to  the  opposite  goal. 

The  "Tiger"  tries  to  catch  as  many  players  as  she 
can.  Those  who  are  caught  join  her  in  standing  between 
the  goals.  Then  they  help  the  "Tiger"  catch  the  others. 
The  last  girl  to  be  caught  is  "Tiger"  when  the  game  is 
played  again. 
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PUSSY  WANTS  A  CORNER 

5  or  more  players  Indoors  or  outdoors 

Here  is  a  game  that  is  very  popular  with  young 
players.  Players  either  sit  in  chairs  arranged  around  the 
room,  or  have  goals  where  they  stand.  There  is  a  chair 
or  a  place  for  everyone  except  the  "Pussy." 

The  girl  who  is  "Pussy"  stands  in  the  middle  of  the 
room.  She  starts  the  game  by  walking  over  to  a  player 
and  saying,  "Pussy  wants  a  corner."  The  player  answers, 
"Ask  my  next-door  neighbor." 

While  this  is  happening  other  players  are  changing 
places  with  each  other.  The  girl  who  is  "Pussy"  runs  and 
tries  to  get  a  place.  If  she  does,  then  the  player  left 
without  a  place  becomes  "Pussy."  If  the  "Pussy"  doesn't 
get  a  place,  after  a  while  she  may  go  back  to  the  center 
and  call  out,  "All  change."  Then  all  the  girls  have  to 
switch  seats,  and  the  "Pussy"  has  a  better  chance  of 
getting  a  spot. 
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SLAP  JACK 

10  or  more  players  Outdoors  or  indoors 

All  the  players  except  the  one  who  is  "It"  stand  in 
a  circle.  They  all  hold  their  hands  behind  their  backs. 
"It"  carries  a  rolled-up  newspaper  and  walks  around  the 
outside  of  the  circle,  behind  the  backs  of  the  players. 

"It"  walks  around  until  she  puts  the  newspaper  into 
the  hands  of  one  of  the  players.  As  soon  as  that  girl 
feels  the  newspaper,  she  grabs  it  and  slaps  her  right- 
hand  neighbor  with  it  across  the  back. 

The  neighbor  runs  around  the  circle  with  the  other 
girl  chasing  her.  "It"  in  the  meantime  steps  into  the 
first  girl's  place.  The  neighbor  runs  around  the  circle 
and  tries  to  get  back  home  before  she  is  caught.  If  she 
gets  home  safely  the  other  girl  is  now  "It."  However,  if 
she  is  caught,  she  becomes  "It." 
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MOTHER  MAY  I? 

6  to  25  players  Outdoors 

You'll  need  a  lot  of  space  for  this  game,  so  mark  off 
a  starting  line,  and  a  goal  line  about  50  feet  away. 

Choose  someone  to  be  "Mother."  Mother  stands  near 
the  goal  line,  but  she  faces  the  players  who  are  lined 
up  side  by  side  at  the  starting  line.  Each  player  takes  a 
turn  asking,  "Mother,  may  I  take  some  steps?" 

Then  "Mother"  answers  by  telling  the  player  what 
kind  of  steps  she  can  take.  She  may  say,  "Yes,  you  may 
take  three  baby  steps."  Or  she  may  tell  the  player  to 
take  10  giant  steps,  or  6  scissors  steps,  or  3  side  steps. 
Or  she  may  say,  "No,  you  may  not  take  any  steps." 

But  while  this  is  going  on  the  other  players  try  to 
move  without  being  seen.  You  see,  they  are  not  sup- 
posed to  move  without  getting  permission,  so  they  try 
to  steal  across  by  taking  tiny  little  steps.  They  are  really 
taking  a  big  chance  because  if  "Mother"  sees  them 
move  she  will  make  them  go  all  the  way  back  to  the 
starting  line. 

The  first  player  to  reach  the  goal  line  wins.  She 
becomes  Mother  when  the  game  is  played  again. 
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STIR  THE  SOUP 

8  or  more  players  Indoors 

The  players  sit  on  chairs  arranged  in  a  circle.   "It 
stands  in  the  middle  with  a  cane,  a  yard  stick,  or  some- 
thing she  can  tap  on  the  floor  with. 

The  players  get  off  their  chairs  and  walk  around 
"It."  As  they  walk  they  say,  "Let's  stir  the  soup.  Let's 
stir  the  soup."  "It"  pretends  to  stir  the  soup  with  her 
stick. 

Suddenly  "It"  taps  on  the  floor  three  times!  As  soon 
as  she  does  this  there  is  a  big  scramble  for  the  chairs. 
"It"  drops  what  she  was  holding  and  also  runs  for  a 
chair.  The  player  left  without  a  chair  is  "It"  the  next 
time. 


SHADOW  TAG 

3  to  20  players  Outdoors 

Shadow  tag  can  only  be  played  on  sunny  days.  Can 
you  guess  why? 

When  you  play  shadow  tag  you  don't  tag  the  person 
at  all.  You  chase  her,  and  when  you  get  close  enough 
you  jump  on  her  shadow.  When  you  do  this  you  yell 
out  her  name  at  the  same  time.  Then  she  is  supposed  to 
stop  right  then  and  there,  and  she  becomes  "It." 
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BOYS 


INDEX 


Acting  Out,  14 
Antelope  Race,  66 
Balloon  Football,  21 
Barking  Dogs,  105 
Bat,  Dizzy,  Relay,  85 
Bean  Hunt,  100 
Bike  Parallel,  65 
Blackboard  Relay,  81 
Bow  Wow,  27 
Broad  Jump,  Running,  75 
Standing,  76 
Buddies,  108 
Bull,  Wild,  47 
Buzz  Buzz,  68 
Catch  Ten,  38 
Chinese  Get-Up,  64 
Circle  Leap  Frog,  83 

"       Race,  90 
Clap  In,  Clap  Out,  51 
Coast  to  Coast,  26 
Contests,  Stunts  and,  55-76 
Cowboy,  Ride  Him,  44 
Crab  and  Monkey  Relay,  91 
Crawling  Under,  101 
Crows  and  Cranes,  35 
Cup  of  Water  Relay,  103 
Dizzy  Bat  Relay,  85 
Dodge  Ball,  43 
Dog  Eat  Bone,  22 
Dogs,  Barking,   105 
Duck  on  a  Rock,  50 
Easy  Games,   95-110 
Face  to  Face,  9 
Find  the  Ring,  109 
Fish,  Landing  a,  98 
Follow  the  Leader,  18 
Fool  the  Teacher,  104 
Football,  Balloon,  21 
Forty  Ways  of  Getting  There,  94 
Frog  in  the  Middle,  95 


Get-Up,  Chinese,  64 
Go  and  Go  Back,  92 
Hand  Wrestle,  55 
Hat  Stunt,  60 
Heads,  Paper  Bag,  107 
High  Jump,  75 
Homemade  Quoits,  67 
Horse  Turnabout,  87 
Hot  Potato,  29 
Hot  Seat,  20 
Human  Tug  of  War,  71 
Hunt,  Bean,  100 

Scavenger,  110 
Icebreakers,  9-19 
Indian  Snatch  Club,  46 

"      Wrestle,  70 
Indoor  Games,  20-32 
Introductions,  13 
Jet  Plane,  58 
Jousting,  56 
Jump,  High,  75 

Running  Broad,  75 

"       Standing  Broad,  76 
Jumping  Stick  Relay,  78 
Landing  a  Fish,  98 
Leader,  Follow  the,  18 
Leap  Frog,  Circle,  83 
Lemon  Twist,  80 
Lemonade.  42 

Monkey,  Crab  and,  Relay,   91 
Numbers  Lineup,  24 
Obstacle  Race,  54 
Ocean  Wave,  30 
Opposites,  16 
Outdoor  Games,  33-54 
Over  the  Line,  57 
Package,  Tying  the,  84 
Paper  Bag  Heads,.  107 
Parallel,  Bike,  65 
Ping  Pong  Breeze,  96 
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Plane,  Jet,  58 

Potato,  Hot,  29 

Potato  Race,  Super-Duper,  88 

Push,  Hand,  73 

Quoits,  Homemade,  67 

Relays,  Team,  77-94 

Ride  Him,  Cowboy,  44 

Ring,  Find  the,  109 

Rock,  Duck  on  a,  50 

Rooster  Fight,  61 

Run,  Sheep,  Run,  40 

Running  Broad  Jump,  75 

Salty  Whistle  Race,  62 

Salujee,  102 

Sardines,  33 

Scavenger  Hunt,  110 

Simon  Says,  10 

Soccer,  52 

Stairs,  Up  the,  97 

Stalking  Deer,  32 

Standing  Broad  Jump,  76 

Statue  Race,  39 

Stealing  Sticks,  34 

Steeplechase,  72 

Stick,  Jumping,  Relay,  78 

Stick,  Kick  the,  86 

Streets  and  Alleys,  36 


Stunts  and  Contests,  55 -76 

Super-Duper  Potato  Race,  88 

Table  Wrestle,  63 

Teacher,  Fool  the,  104 

Team  Relays,  77-94 

Three  Deep,  106 

Three-Legged  Race,  77 

Track  Meet,  74 

Tractor,  48 

Tug  of  War,  Human,  71 

Turnabout,  Horse,  87 

Twist,  Lemon,  80 

Tying  the  Package,  84 

Up  Jenkins!  28 

Up  the  Stairs,  97 

Volley  Ball  Throw,  76 

Water,  Cup  of,  Relay,  103 

Wave,  Ocean,  30 

Ways,  Forty,  of  Getting  There, 

Wheelbarrow  Race,  82 

Whistle,  Salty,  Race,  62 

Wild  Bull,  47 

Wrestle,  Hand,  55 

Indian,  70 

Table,  63 
Zip  Zap,  15 


94 


There  are  many  games  in  the  section  for  girls  which  are  also 
suitable  for  boys.  For  example,  "Indian  Princess,"  on  page  188 
would  be  equally  enjoyed  by  a  group  of  young  boys  if  it  is  called 
"Indian  Chief."  So,  if  boys  seek  still  more  games,  it  would  be  a 
good  idea  to  glance  through  the  girls'  section  and  adapt  some  of 
the  games  there  for  your  group. 
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Action  Games,  129-156 
Ad  Mixup,  176 
Alphabet  Train,  184 
A-Tisket  A-Tasket,  167 
Balloon  Partners,  150 
Bean  Handshake,  118 
Bird,  Beast  or  Fish,  172 
Birds  Can  Fly,  156 
Black  Magic,  198 
Blow-the-Cup  Relay,  138 
Blown-Up  Fortunes,  116 
Book  Race,  153 
Bumpity-Bump-Bump,  125 
Caboose,  Loose,  136 
Calling  Numbers,  209 
Camouflage,  183 
Cat  and  Mice,  208 
Catching  the  Snake's  Tail,  144 
Catching  the  Stick,  210 
Chants,  Jump  Rope,  163 
Charley  Over  the  Water,  204 
Clothespin  Relay,  141 
Conga  Line,  127 
Dance,  Multiplication,  124 
Dance  with  the  Broomstick,  122 
Did  You  Ever  See  a  Lassie?  160 
Ditto,  193 
Dramatic  Games,  and  Singing, 

157-172 
Drawing  Relay,  152 
Dress  Up  Relay,  202 
Easy  Games,  199-220 
Electric  Shock,  206 
Farm  Serenade,  1 19 
Farmer  in  the  Dell,  The,  168 
Feel  It,  182 
Fetch  and  Carry,  148 
Follow  the  Leader,  124 
Forfeits,  174 
Fortunes,  Blown-Up,  116 


Four  Up,  214 

Fox  and  Gander,  212 

Fruit  Basket,  133 

Funny-Grams,   173 

Geography,  191 

Giants'  Cave,  215 

Grandmother's  Trunk,  My,  128 

Hairbow  Relay,  130 

Hide  and  Go  Seek,  146 

Hold  Tight-Let  Go,  134 

Hop  Scotch,  142 

Hopping  Game,  The,  200 

Hot  or  Cold,  211 

Hot  Spot  Tag,  135 

I  Say  Stoop,  199 

I  Spy,  180 

Icebreakers,  115-128 

Indian  Princess,  188 

"Jane"  and  "Mary,"  132 

Jump  Rope  Chants,  163 

Jump  Rope  Relay,  162 

Lassie,  Did  You  Ever  See  a?  160 

Little  Sally  Saucer,  161 

Looby  Loo,  157 

Loose  Caboose,  136 

Magic,  Black,  198 

Matching  Words,  192 

Memory,  Test  Your,  195 

Mind  Reader,  The,  196 

Mixup,  Ad,  176 

Mother  May  I?  219 

Muffin  Man,  The,  166 

Mulberry  Bush,  170 

Multiplication  Dance,  124 

Musical  Chairs,  201 

My  Grandmother's  Trunk,  128 

Name  Mixer,  122 

Neighbor,  Who  Is  My?  189 

Nose,  This  Is  My,  177 

Numbers,  Calling,  209 
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Partners,  120 

Partners,  Balloon,  150 

Pillowcase  Relay,  140 

Proverb  Trading,  123 

Pussy  Wants  a  Corner,  217 

Questions,  Twenty,  194 

Quiet  Games,  173-198 

Redlight,  149 

Relays:  Blow-the-Cup,  138; 
Book  Race,  153;  Clothespin, 
141;  Drawing,  152;  Dress  Up, 
202;  Hairbow,130;  Jump 
Rope,  162;  Pillowcase,  140; 
Suitcase,  150;  Thread-the- 
Needle,  154 

Relievo,  129 

Rhyme,  What's  My?  126 

Rhythm,  190 

Ring  Rope,  207 

Rumor,  179 

Saucer,  Little  Sally,  161 

Shadow  Guess  What,  171 

Shadow  Tag,  220 

Shock,  Electric,  206 

Singing  Games,  and  Dramatic, 
157-172 

Slap  Jack,  218 

Smell  It,  186 

Snake's  Tail,  Catching  the,  144 


Statue  Tag,  137 

Stick,  Catching  the,  210 

Stir  the  Soup,  220 

Stoop,  I  Say,  199 

Stoop  Tag,  137 

Stop  and  Listen,  206 

Suitcase  Relay,  150 

Swat  Tag,  145 

Tag  the  Object,  205 

Tag,    Hot   Spot,  135;  the  Object, 
205;    Shadow,  220;  Statue, 
137;  Stoop,  137;   Swat,  145; 
Wooden,  137 

Talkfest,  115 

Teakettle,  185 

Test  Your  Memory,  195 

This  Is  My  Nose,  177 

Thread-the-Needle  Relay,  154 

Tiger,  Who's  Afraid  of  the?  216 

Tit-Tat-Toe,  180 

Trunk,  My  Grandmother's,  127 

Twenty  Questions,  194 

What's  My  Rhyme?  126 

Who  Is  My  Neighbor?  189 

Who's  Afraid  of  the  Tiger?  216 

Who's  Missing?  178 

Wooden  Tag,  137 

Wordmaker,  121 

Words,  Matching,  192 


There  are  many  games  in  the  section  for  boys  which  are  als 
suitable  for  girls.  For  example,  girls  enjoy  the  excitement  of  a 
Scavenger  Hunt  every  bit  as  much  as  their  brothers,  and  many 
of  the  relays  in  Part  I  have  always  found  favor  with  girls  too. 
So,  if  girls  still  seek  more  games,  it  would  be  a  good  idea  to 
glance  through  the  boys'  section  and  adapt  some  of  the  games 
there  for  your  group. 
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